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From the Editor 


In case you haven’t noticed there’s been a recent upsurge in the 
amount of attention this industry has been getting from the national 
media. Witness a recent feature on video games by “NBC Magazine” 
and numerous feature articles in Newsweek, TV Guide, Fortune, 
Forbes, and hundreds of newspapers. Hardly a day goes by that we 
are not being interviewed by a reporter or a free lance writer doing a 
piece on our industry. 

The fastest and surest way for the industry to continue to grow as 
it has been growing is by attracting more players. Obviously, the more 
people that play electronic diversions, the more profitable this industry 
is going to get. The more attention this industry gets from the national 
media, the more the general public will be aware of our entertainment 
offerings. For it is not just the press which has become infatuated with 
our games; it’s the general public as well. 

Positive exposure in the national media is probably one of the best 
things that has ever happened to this industry. The more the general 
public becomes familiar with our games, the more play our games will 
get. One can’t help but applaud the efforts of Atari, Inc., which 
recently announced that it would be including its coin-op video games 
in its national commericials for its consumer system. This form of 
national exposure can do nothing but good for this industry. 

When things are going good, there is often the tendency to 
become complacent. There are boom times ahead for the operators 


who are wise enough to seize the moment and work harder than 


they’ve ever worked before. Now that we are in the public eye, people 
are going to be searching out for the games. People no longer play 
games on impulse; they play them because they want to. They will 
even go out of their way to do so. They expect to find late models of 
clean, well operating games whenever they walk into our location. 
Let’s make sure that is what they find. 

Our goal should be to make as many customers as we possibly 
can. Lots of happy customers make for lots of happy operators. 
There’s no better time than now; so go to it. 


an ae 
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Ralph C. Lally Il 
Editor and Publisher 
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It's here! The game enhancement you've been waiting for - SUPER MISSILE 
ATTACK.’ Designed by General Computer for your Atari MISSILE 
COMMAND" Cabinet, it breathes new life into a proven winner. 


The simple insertion of a plug-in circuit gives new dimensions to your 
MISSILE COMMAND” Game. Increase excitement, difficulty, and your 
revenues. 

SUPER MISSILE ATTACK’ is a software enhancement. All the characteristics 
that made MISSILE COMMAND" a champion have been retained or 
improved.SUPER MISSILE ATTACK" is a cashbox winner in test locations. 
Set the operator selectable difficulty levels and make it a winner in yours. 

A General Computer Software Enhancement is your best equipment 
investment today. For about 10% of the price of a new game you can getoyour 
original investment in your MISSILE COMMAND"™ working hard for you 

a 2 


today. ya kX 

j 
cat 800-343-9500. ~—si : 
for immediate delivery or further details. Co, ‘ 


In Maes »@all collect 617:°232-92 20 . ‘ 


MI RIN RE Yt 


Gentlemen: | am ordering my SUPER 
MISSILE ATTACK™ Enhancement(s). 


Enclosed is check or money order for 
Enhancement(s) at $295.00 each. 


Mail to: GENERAL COMPUTER CORPORATION 
1726 Beacon Street 
Boston, Mass. 02146 


General Computer Corp. 
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GUEST EDITORIAL 


Royalty greed hurts the little man 


There certainly seems to be alot of 
it lately. Waiting, I mean. Waiting by 
the so-called Superstars of today’s 
music “scene”. First of all, let me say 
the scene has changed. It used to be 
that the record buying public would 
be completely contented to sit 
around and wait for their favorities to 
release a new single or album. These 
were the favorities of a vast majority, 
mind you, and it seemed the longer 
an artist would haggle, the more 
records he, she or they would end up 
selling. 

Oh, the excuses for the delays ran 
the gamut from wording ina contract 
to the title of the lp to the cover of the 
damn thing. I wasn’t born 
yesterday—and it’s my belief that 
back in those days release dates 
were forever pushed back in order to 
create an air of controversy. And it 
usually worked. Now I know there 
are many who would disagree with 
me, but I’ve seen it happen too many 
times. 

Well, here we are in 1981 and 
there’s a new twist. The Royalty 
Tribunal has decreed in their infinite 


ee 


wisdom that the percentage an 
artist gets on the sale of his records 
will be increased as of July One this 
year. Hey, I’m basically for more 
money and increases in percentages 
of an already established purchase 
price. The Tribunal obviously feels 
since the record companies 
increased the suggested retail prices 
of their singles and Ip within the past 
year, the artist should receive his 
share of the bonanza. I'll go along 
with that. But, don’t you think 
another retail price increase will be 
just around the corner, so to speak? I 
mean, you don’t believe for one 
minute that the record company 
magnates increased the prices so 
that the “talent” would prosper. If 
you do, your head is in a record 
jacket! 

So it would seem that the artists 
and the company execs are playing a 
little game now. And it’s at the 
expense (figuratively and literally) of 
the consumer—you and me. Of 
course it will never be proven, but it 
has been whispered in social circles 
and has appeared in print that some 


big time acts are delaying their next 
releases to later in the summer. 
Now, isn’t that a coincidence? 

Why are they waiting? They’re all 
millionaires or most of them are. 
Certainly it’s keeping everyone 
involved from reaping any financial 
benefits until the release date. It 
seems stupid and greedy to this 
writer. 

However, once again, the little 
people, the new artists, the singers 
who've been plugging away for years 
to have their records heard, and the 
oldtimers returning for another go- 
around are the direct beneficiaries 
of these somewhat political 
shenanigans. Them and us—since a 
little fresh air has never hurt 
anybody. 

But remember: those little people 
sometimes become Superstars. 
Don’t say I didn’t warn you. 


Ed. note: The writer, Patrick 
Matthews, is music programming 
director of a major radio station and 
is Play Meter’s jukebox music 
reviewer. 
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“Do you believe for one minute that the record company magnates 
increased the prices so that the ‘talent’ would prosper? 
If you do, your head is in a record jacket?” 
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SPEED UP 
COLLECTION TIME 
BY 40% 


It’s as simple as 1,2,3. 
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Step One Step Two: Step Three: 
“Interrogate” the machine. ITS Empty the cashbox and put one Hand the second receipt to the 
Microprinter can print two receipt in the bag. location owner. Your collector 
receipts. takes all the cash. 


® Reduce the collector’s work. With no time wasted counting quarters, he can cut 
collection time by 40%. 


@ Gain more than just a count. The receipts show the machine’s serial number, the 
date and time of the collection—as well as the amount of money in the cashbox. 


@ Enlarge the possible ways of doing business. For example, by keeping the cash 
and mailing a check, you have additional short-term capital for 2-3 weeks; or, by 
giving the keys to trusted locations, your collector can interrogate the machine 
and have the location give him a check on the spot. 


@ Gain the confidence of location owners, especially those large chains that 
demand total accountability. Prospective new accounts will be impressed with 
your professional sales presentation. 


Call or write us for details. pe cass eicaataie 
You owe it to your business to find out more. 3 Please send me more information on your ITS 


N TE R N ATI O N A 1 - cash accountability system. 
TOTALIZING company 
SYSTEMS, INC. Oily ee Slate a. Zip 


| operate O under 250 machines 
1244 Chesnut Street : 0) 250-500 machines 0) 500-1,000 machines 
Newton Upper Falls, Mass. 02164 : DO over 1,000 machines 


(617) 332-4400 pee ae aD re GN DRE wa tad een terete : 
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SPACE: 
“ANIC 


ON DISPLAY 
AT YOUR NEAREST OR CONTACT 
DISTRIBUTOR SHOWROOM US FOR REFERRAL 


UNIVERSAL U.S.A., INC. @ 3250 Victor Street @ Santa Clara, CA 95050 
Telephone: (408) 727-4591 TLX: 172 247 
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Selective 


Since my entrance into the coin 
machine business as an operator 
some three years past, I’ve beenona 
whirlwind of sorts—or more like a 
dust-devil, as decision making can be 
rather clouded at times. 

At the start, I subscribed to 
approximately seven coin machine 
publications. Due to the big bite 
taken out by the cost of new 
machines, location demands, parts, 
and so forth, I have had to become 
more selective in my reading. It has 
come down to Replay and Play 
Meter—with the latter winning 
out. Play Meter appears not so 
much interested in manufacturing 
advertising as you are in an operator- 
oriented format coupled with un- 


biased reporting. Honesty has al- 


ways been the best policy. 


Tony Bado 
Anthony Amusements 
Dale City, Virginia 


Needed to know 


One of the early problems with the 
fight over the copyright law was lack 


of knowledge, on my part, about 
when it was to come to vote so we 
could write our Congressmen and 
Senators. In PLAY METER, March 
15, 1980, David Pierson states, “the 
jukebox issue was debated and 
decided on the floor of the U.S. 
Senate, Feb. 19, 1976 when North 
Carolina Senator Ernest Hollings’ 
amendment was rejected 60-30. The 
Hollings amendment would have 
stopped the Copyright Royalty 
Tribunal from exercising any control 
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over jukebox operators.” If I had 
known about this, I could have told 
my Senators and Congressmen my 
feelings as I did when the Danielson 
bill came up. 

Here, in New Orleans, we just beat 
back a bill that would have increased 
our taxes, by sendingletters to all the 
councilmen and appearing three 
different times at the council 
meetings. So letters do help! 

I have to take issue with Gary 
Stern for saying the AMOA spent 
too much time fighting a losing battle 
over the copyright law. If this could 
have been won, then the AMOA 
could have gone to the other 
industry issues with a relaxed mind. 
What’s keeping the copyright law 
from also being used by the 
designers of these amusement 
devices who would want the same 
type of royalty as ASCAP? Nothing’s 
impossible any more! 


Pat Gore 
New Orleans 


75¢ play? 


In your April, 1981 PLAY METER 
you published an article by Mr. Louis 
Boasberg entitled, “Fast Quarters 
and Slow 50¢—An Analysis.” I read 
not an analysis of 25¢ play vs. 50¢ 
play, but rather Mr. Boasberg’s 
anguished cries for forgiveness.. 
begging the industry to forgive him 
or his organization for failure, for 
whatever reasons, to bring his retail 
games pricing into the 1980s. 

The basis for success in raising 
prices is courage! To paraphrase the 
Sermon on the Mount: “Blessed are 
the meek, for they shall inherit the 
25¢ players. Blessed are those who 
hunger and thirst for 50¢, three ball 
play, for theirs is the kingdom of the 
higher tax brackets!” 

I must run now. I have a service 
call on our 75¢, three ball Black 
Knight. 

Ronald C. Walker 
The Carnival, Inc. 
Warren, Michigan 


PEACH STATE DISTRIBUTING CO. 
1040 Boulevard, S.E. - Atlanta, Ga. 30312 
Telephone 404 - 622-4401 


TOLL FREE: 
1 - 800 - 241-1346 (except in Ga.) 


“The Coin Industries’ Largest Distributor of Name 
Brand Electronic Parts ”’ 


ATARI STERN VECTOBEAM 
Sprint 2............ 895 Astro Invaders ....1795 Speed Freak ....... 895 
Super Breakout .... 595 

MIDWAY GOTTLIEB 
CINEMATRONICS Space Invaders ... 1345 No Man’s Land.... 1595 
Tailgunner ........ 1245 Space Invaders 
Rip Off ............ 1695 Deluxe............ 1445 UNIVERSAL 


1809 Olive Street 


Audio Visual Amusements 


Offering the finest new 


and used equipment. 


REPRESENTING LEADING FACTORIES 
© SALES, PARTS, SERVICE e 
ARCADE PLANNING SPECIALISTS 


CLEAN VIDEOS JUST IN TIME FOR SPRING 


St. Louis, Missouri 63103 


Cosmic Guerilla.... 895 


(314) 421-5100 


For further information, call Pete Entringer (collect) 


THE IDEA BANK 


Selling used games 
is for all seasons 


Memorial Day has long brought 
tears of joy and tears of depression 
to a variety of operators over the 
years. For some this holiday ushers 
in the summer and boom time for 
business, while for others there’s a 
feeling of hope for rainy days and the 
beginning of fall. Basically the lines 
are neatly drawn as to who falls in 
which category: inner city arcades, 
especially those in major metroplitan 
areas, hope for rainy weekends and 
general poor weather so that 
travelers will venture to the movies 
or other entertainment rather than 
the beach; suburban locations, 
depending upon the area, suffer the 
same problem of losing customers to 
the sand and surf and really make 
their money on weekend evenings 
and, of course, when the weather 
makes it desirable to be inside. 

But look for the smiles and they 
will be on the faces of those 
operators who can’t get enough 


equipment into their locations: 
they're the seaside/resort places 
that suddenly come to life once 
Memorial Day reminds people that 
it’s time for summer and those 
weekends of heading to the beach. 
For some, it’s the beginning of three 
months that will mean all their 
earnings for the whole year. 
Suddenly the hours the place is open 
are lengthened: weeknight, early 
mornings, almost any combination 
to maximize the limited period of 
time and the investment in 
equipment. 

For those who will be enjoying the 
good time, there’s really no need to 
worry about anything other than the 
weather, because the season will 
make its own mark, all things being 
equal. But for those other places and 
owners who are truly in the majority 
and will be having some sleepless 
nights, there may just be something 
to trigger some extra dollars in the 


Operators might enhance sales of older games by placards on backglass (see 
photo) saying: ‘Buy This Game.’ 
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By Roger C. Sharpe 


arcade or game room, short of doing 
tournaments or having some other 
events in the hopes of drawing in 
business. 

Year after year you've undoubt- 
edly tried much the same approach 
no matter if youre experiencing 
feast or famine in terms of business. 
But there is something well worth 
trying, even in these times, that I’ve 
seen done around the country in 
various game rooms and arcades. 
What I’m driving at is to make your 
equipment on the floor available for 
sale. Now, before you say how crazy 
the idea is and how, although you've 
thought about it in the past, you 
realized that it was just more trouble 
than it was worth—before you say 
any of this, listen out the suggestions 
for implementing this technique 
successfully, especially during the 
summer months when business may 
be just a bit slower than normal. 

The thing is that many operators 
consider selling machines around 
Christmas time and don’t really take 
advantage of the fact that buying 
games isn’t a one-season phenom- 
enon. Those newly opened businesses 
which recondition equipment, and 
along with many distributors, seem 
to come alive after Thanksgiving and 
then just as quickly fade from view 
after the first of the year. But an 
arcade or game room has the distinct 
advantage of always having the 
machines on display. Who knows? 
Have you ever stopped to think 
about that one regular customer 
who comes in and plays the same old 
game day after day? In fact, you've 
thought of getting rid of the game, 
but in the back of your mind, you 
remembered that loyal player and 
figured, what the hell, you'll keep it 
for a while longer. Well, did you ever 
think of talking to that player and 
bringing up the subject that he could 
buy the game? It really is easy. 

Most arguements about selling 
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games to the home have always been 
directed at the service problem and 
the fear that a regular customer 
may become an enemy because he 
blames you for the lemon you 
dumped on him. Well, the solution is 
fairly simple. Practically every 
ongoing location has either a young 
hot shot kid or a trusted and wise 
old-timer, who shops the games ona 
daily or frequent basis. Why not 
strike a bargain with one of them, 
where by you sit him down and tell 
him you're contemplating selling 
machines out of the arcade, and 
would he be interested in servicing 
any problems that might arise— 
making the appropriate house calls. 
You would supply any necessary 
tooling and could charge a flat rate of 
$20 per visit plus extra for any me- 
chanical or electronic hardware that 
might have to be replaced. 


Partnership with the buyer 

It’s a workable partnership that 
profits both of you because you can 
turn a flat price on a game that might 
not be the best of earners, and thus 
free the space for a newer, more 
profitable machine. And, lastly, 
which might hurt some distributors, 
you can probably do better selling 
outright to the home than you can 
trying to trade in a dog that no one in 
the business wants. Think about it 
because it make sense. 

I remember a couple of arcades in 
California and New Jersey which 
had some signs displayed above the 
specific games that offered a price 
and some witty words about taking a 
machine home, for sale. The game is 
on the floor anyway and the earnings 
are going to be whatever they’re 
going to be—but, maybe, just 
maybe, you might tickle the interest 
of someone who would see the little 
sign, be intrigued that they could 
have their own game in their home 
and the next thing you know, they’re 
putting the machine in the home and 
having it set up by their own personal 
game doctor. 

Think about what the potential is 
for you. Let’s say for argument’s 
sake that you have a couple of 
electro-mechanical games still 


turning anywhere from $5 to $25 per - 


week, some of the original solid-state 
efforts that are earning about $35 to 
$60 a week. You'd probably like to 
get rid of them and would have, but 
the trade-in value is nil and no one 
really wants them in trade. However, 
to a private buyer the value is just in 
having a machine, and maybe you 
can get anywhere from $300 to $800 
for a game depending upon its 
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condition and how much it takes for 
you to snop it and clean it up. 

What you’ve been able to do then, 
if you try this route, is to get money 
that might normally take you at least 
through the summer to get, which 
means more working capital to 
suddenly be able to fillan empty spot 
with a piece that might mean even 
more money. And, although the 
phenomenon for home equipment 
seems to be primarily pinball 
machines, there’s no reason why you 
can’t do the same with some of your 
older videos that might have seen 
better days. 

And if you think the idea is totally 
off the wall, remember that more and 
more people are investing in home 
entertainment whether it be video 
casette or disk player, home 
computers, or more and more 
sophisticated electronic games. 
Arcade equipment shouldn't be an 
exception to the rule and the only 
reason it hasn’t succeeeded on a 
wider scale in the past is that no one, 
from an arcade level, has really tried 
to work out the service angles well as 
attempting to see if particular 
customers might even be interested 
in purchasing a game if they knew 
they could. You would be surprised 
by the number of people I have 
encountered over the years who 
have expressed a desire to own a 
game, didn’t really care about cost 
per se, and just didn’t know how to 
go about getting a machine. | 

So the concept is valid on many 
different levels and it can be 
controlled to the point where it 
doesn’t become an irritating burden 
or problem. You have to work out 
your own set-up that’s going to be 
best for you. And, even more 
importantly, you have to realize that 
buying machines of any type is not 
just for Christmas, but is a year- 
round possibility. 

And why not begin it in the 
summer, depending upon your 
business conditions and if this period 
of the year is ordinarily slow for you. 
You can do some nice, simple 
displays in your location, still keep 
the designated games coin-op so 
you’re not losing anything and really 
try the waters before you take a 
more active plunge. 

It’s a suggestion well worth 
exploring to its fullest, especially if 
you have older equipment you just 
can’t get rid of at a price that makes 
sense. Think about it and if any of 
you have had luck in the past, why 
don’t you drop a line and let 
everyone know how you did it? 
Here’s to the home stretch and a 
summer that everyone can weather. 


WAREHOUSE 
CLEARANCE 


Baseball 2P 
Basketball 
Destroyer 
Drag Race 
Fire Truck 


Sky Raider 
Soccer 4P 


Extra Bases 


Laguna Racer 
Sea Wolf | 

Space Encounters 
Space Zap 
Tornado Baseball 


Flight 2000 
Lectronamo 
Sting Ray 


GOTTLIEB 
Asteriod Annie 
Charlies Angels 
Cleopatra 
Close Encounters 


Joker Poker 
James Bond (New) 


~ Alien Poker 


Black Out 
Fire Power 


Time Warp 
World Cup 


All games completely shopped. 
Unshopped but complete are less $100.00 


Call or Write To: 


AMUSEMENT 
SERVICES, INC. 


P.O. Box 24807 
Seattle, WA 98124 
206/624-1892 


11 


a 
a 


a 


° 


- “en 
| Se } eS 4 
<a te * PPE 
| ee 20 Be 
/ &. * ee 
* Unprecedented realism with patented Vectorbeam™ monitor. 
- 
* New 16k memory leads to more action on the screen. 
e Difficulty of game increases with player’s score, leading to greater and greater hes 
challenges as player skill increases. [iy 


* ee Ta 
* One- or two-player option: Two-player mode allows both players to play at the 2. 
same time. Thus doubling coin take on location. 


* Patrol city by driving your Jeep through the streets, destroying enemy tanks and 
helicopters. 


* The first hit of a tank destroys the body, immobilizing it and giving player 20 
points. Second hit on tank destroys it and gives player additional 30 points. 


* Destroying helicopter increases tank bonus by 10 points. After 5 helicopters are 
destroyed, player receives extra Jeep. 


CINEMATRONICS [j/\\om 


i66 PIONEER WAY 
Dimensions 
Boxed: 75” H 33” D 29" W 
CAJON, CA 92020 — TELEX: CINEMAT 697891 Unboxed: 70” H 30” D 26%" W 
14) 440-2933 OR TOLL FREE 800-854-6577 Weight (Boxed): 280 lbs. 


Universal USA grows while 
Japan video market Is fading 


SANTA CLARA, Calif—The video 
games industry in the United Staties 
is sound, said Paul Jacobs, president 
of Universal USA. So, he reported, 
his company is stepping up the per- 
centage of its domestically-made 
games with each production run. 

Jacobs explained that while 
Universal Co. Ltd. in Japan is 
phasing out the ratio of video games 
production and increasing its slot 
machines manufacturing—after a 
drop in the videos’ sales inside Japan 
this year—the percentage of 
Universal USA’s video production at 
Santa Clara will continually rise, 
compared to its imports from 
Universal of Japan. 

Drop in U.S. sales of amusement 
videos is not expected any time 
soon, “because of the way we've 
developed our market,” Jacobs told 


Play Meter. The market in Japan, by 
contrast, has been glutted and the 
player’s general interest had dropped 
off, according to Universal USA’s 
president. 

Out of Santa Clara in late May was 
coming a new game for testing, of 
which Jacobs would only hint that it 
was a new space strategy video that 
would be marketed in mid-July. 

The first U.S.-built Space Panic 
video game came off the production 
line at the 24,000 square-foot facility 
this spring. That was an event 
climaxing Universal’s planning that 
began before its move from 
Hollywood to Silicon Valley, 
California last year. Imported games 
from Tokyo have included Cosmic 
Monsters, Cosmic Guerilla, 
Cosmic Alien, Cheeky Mouse,and 
Magical Spot. The more recent 


Ohio show breaks records 


Show organizers and many 
convention-goers called the 1981 
Ohio Music and Amusement 
Association(OMAA) Show “the 
biggest and best state association 
show in the country.” 

The two-day show in Buckeye 
country was held May 8-9 at the 
University Hilton Hotel in Col- 
umbus, Ohio, drawing record 


\ 


crowds. Attendance swelled to more 
than 400, with 114 operating 
companies represented at the event. 
Exhibitors displayed their wares in 
58 booths for the two days. 

The OMAA Show also featured a 
seminar series, as well as an update 
on the gray area game battle in the 
state and the AMOA’s copyright 
battle. (complete coverage next issue.) 


Bally’s Fireball II pingame and Cinematronics’ Armor Attack were unveiled at the 
Ohio Show in Columbus, Ohio March 8-9. In front of Armor Attack, from left, are 
George Elum, Elum Music; David Stroud and Steve Blattspelier, Cinematronics; 


and Joe Berbari, also of Elum Music». 
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Universal models were Zero Hour 
and the game Devil Zone—which 
Jacobs described as a short run 
production. 

We’ve made significant progress 
since our move here from 
Hollywood,” said Jacobs. “We’re 
viable and profitable, and bullish on 
the video business, certainly for the 
next couple of years. You are going 
to see changes in technology that will 
make present color games obsolete.” 

As a result of its new domestic- 
producer status, Jacobs announced 
that on April 1, 1981 the company 


Paul Jacobs, Universal USA president, 
and Hal Gafford, manufacturing manager, 
show pride with first game off the line at 
Santa Clara. 


joined the newly-formed Amusement 
Device Manufacturers Associtation. 
He said that the organization is “a 
good idea, long overdue,” and 
endorsed ADMA’s aims of fighting 
game copiers and standing united 
against regulations such as the FCC 
proposal to severely limit radio 
frequencies emitted by video game 
monitors. 

The U.S. facility of Universal 
handles sales, servicing, and 
warehousing of all its products 
including those wholly-built in 
Taiwan. 

Universal USA was originally 
incorporated in December 1978 and 
began importing Japanese-produced 
games in January 1979. 

Jacobs, 35, was named president 
and chief operating officer, effective 
July 25, 1980, by a meeting of 
Universal’s board of dirctors in 
Tokyo. Hal Watner became 
Universal USA’s national sales 
manager at that time. 
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Defender is licensed to 
Streets Automatic for U.K. 


By Roger Pearson 
At the same time that Williams 
Electronics’ legal war against British 
machine manufacturers who have 
been pirating its designs have raged, 
the Chicago manufacturer has also 
been working towards a deal to have 
Defender produced legally in Britian. 


And as the result of the 
negotiations that have been carried 
on simultaneously with their war 
against the rip off merchants, a deal 
has now been clinched for one of 
Britain’s leading machine manu- 
facturers to produce Defender 
under license. 


The licensed company is Streets 
Automatic, which has the whole of 
its factory at Eastbourne on 
England’s south coast over to 
production of Defenders. Initially it is 
turning out 150 units a week, 
including cocktail and “cabinet” 
models. But Martin Williams, who 


has just been appointed Streets’ 
managing director, say he expects to 
increase this figure substantially in 
the next few months. 

The deal between Streets and 
Williams, which has resulted in 
Streets’ becoming the only English 
company legally entitled to produce, 
Defender is primarily the result of a 
strong link that has been forged 
between Streets and Ruffler and 
Deith. 

Both companies are part of the 
Hawley Leisure Group. Ruffler and 
Deith is one of Britain’s leading 
distribution companies, and Streets, 
which has been manufacturing 
machines for 50 years, say they 
could not have won the Williams 
license without the assistance of Bob 
Deith of Ruffler and Deith. He has 
been personally involved both in 
negoations with Williams and in 
reorganizing production lines at 
Streets for the changeover from 


manufacture of traditional style, 
electro-mechanical amusement 
equipment to video assembly. 


Martin Williams at Streets says the 
company hopes this new deal will 
herald the beginning of a new era in 
which his company will produce 
increasing numbers of other 
companies’ machines under license. 
“We could not have obtained the 
license to manufacture the Defender 
without Ruffler and Deith’s 
connections,” he told Play Meter. 


“Their link with us has given us 
access to world manufacturers we 
would otherwise not have had 
access to—manufacturers like 
Williams Electronics. 

“We are now working actively 
towards establishing links with other 
major world manufacturers with a 
view to assembling their machines 
under license in Britian,” said Martin 
Williams. 


US. Billiards rolls in videos 


Another U.S. manufacturer has 
entered the video game market on 
the heels of the industry’s greatest 
boom in recent years. 


U.S. Billiards of Amityville, New 
York, unveiled at the Amusement 
Operators Expo March 12-14 in New 
Orleans a new coin-op video called 
Quasar. U.S. Billiards is manufactur- 
ing the game in both upright and 
cocktail configurations in the United 
“States under license from Zaccaria 
of Italy (Stanley Levin Exports, Ltd. 
of Illinois is also legally licensed to 
market the game in the United 
States). 


U.S. Billiards’ executive vice | 


president, Richard Simon, termed 
the response to the game at the New 
Orleans show “excellent” and added 
that his company’s introduction of 
Quasar is not merely a single game 
venture into the video game market. 


“We’ve made a committment to 
become a major factor in the video 
game business,” Simon said. “We 
have dedicated ourselves to 
devoting significant energies to back 
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up this committment.” 

Simon pointed out, however, that 
U.S. Billiards, a major pool table 
supplier, does not plan to forsake its 
pool table business to pursue video 
games. “We will continue to meet the 
present production demands of the 
pool table market,” he said. But he 
noted that, while the pool table 
business is a replacement market, 
the video game business is clearly 
the growth business, and that is the 
company’s reason for expansion toa 
new product line. 


The U.S. Billiards executive said 
the company has devoted a 
significant portion of its facilities— 
both space and manpower—to the 
video game business, adding that the 
company has also added on some 
additional space to accommodate 
the diversification. 


“If those who visited our plant in 
the past were to visit us now,” said 
Simon, “they would be surprised at 
what we have been able to 
accomplish. I think they’d see a 
dramatic change from the past. We 


are fully-tooled and in production 
with video games as well as pool 
tables. 

“We’re getting involved in video 
with a full 100 percent committ- 
ment,” he continued. “We’re not 
getting involved in it as though it 
were a side line. It’s nothing like that 
at all. As a matter of fact, we are 
already field testing our second video 
piece and are actively seeking 
licenses for additional video games.” 
Simon did not point out, however, 
that eventually the company plans to 
develop its own games in-house. 

“We have the physical capacity 
and ability to build video games, and 
we have the financial resources to do 
it right,” Simon said. He also said the 
company has the ability to market 
the games through its network of 
distributors. 

Turning again to Quasar, Simon 
said the response to the game at the 
AOE show and since the show was 
very encouraging. “It’s doing 
extremely well on location. It’s a very 
good positive first step for us,” he 
said. 
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Top Videos 


May 5 APRIL15 May5 __ APRIL 15 
1 PAC-MAN/Midway ..... Sees oe 6 GALAXIAN/Midway ...................5. 5 
* 2 DEFENDER/Williams nee Ap ats * 7 ASTEROIDS DELUXE/Atari ........... 
3 ASTEROIDS/Atari .. igen eS * 8. SCRAMBEE/Stern. in 2 ee ee Oe 
4 BERZERK/Stern ..... ets 9 PHOENIX/ Centurt . 5.2 oss scans Seas 
* 5 GORF/Midway .......... Bea 10 MISSILE COMMAND /Atari ............ 


Others receiving votes: BLASTER (Gremlin), BATTLEZONE (Atari), STAR CASTLE 


(Cinematronics) 


Top Pins 


a APRIL 15 May 5 


May 5 

1 BLACK KNIGHT/Williams weeeeee 1 »*6 8-BALL DELUXE/Bally ... 
2 FIREPOWER/Williams..... see ute 7 BLACKOUT/Williams .... 
3 XENON/Bally............. Ragen 8 SPACE INVADERS/Bally . 
4 FLASH GORDON/Bally .. Vee 8 9 GORGAR/Williams........ 
5 FLIGHT 2000/Stern........... ...--. 4 #10 MARS, god of war/Gottlieb 


Others receiving votes: FLASH (Williams), JUNGLE LORD (Williams), METEOR (Stern) 


* indicates rising on the survey’s chart. 


If you would like to join readers currently participating in the survey; simply fill the coupon below and 
mail to: Play Meter Equipment Poll, P.O. Box 24170, New Orleans, LA 70184. 


NAME 
COMPANY NAME 
ADDRESS 

CITY 


Pelleaend? 


FL ECT RORMTS tar 
Presents 


Now in upright, cocktail table and cocktail table with base. 


1 or 2 player upright: 1 or 2 player cocktail table: 1 or 2 player cocktail table with base: 
Height: 70” Width: 26” Depth: 30” Height: 28” Width: 30” Depth: 27” Height: 3712” Width: 30” Depth: 27” 


WiiansvQ 


ELECTRONICS, INC. 


3401 N. California Ave., Chicago, IL 60618 ¢ Cable Address: WILCOIN, CHICAGO 
AVAILABLE FOR IMMEDIATE DELIVERY THROUGH YOUR WILLIAMS DISTRIBUTOR 


Shoot Out: 


Pool tourney wins 
for $.D. operators 


PIERRE, S.D.—The United States’ 
longest continuous annual coin-op 
pool tournament ended here in April 
with “tremendous success” in its 
15th year, operators said. 

“We had shooters coming out of 
our ears,” said John Trucano of J— 
Mak Distributing/Rapid City. “We 
feel the tournaments have really 
slowed up location sales of eight-ball 
tables. Players can’t get into the 
tournament unless they’re on 
operators’ tables,” he noted. 

Operator Buzz Ogilmiller, who 
had a grand slam of locations having 
top shooters, said of the tournament 
promotion: “It’s always been an 
excellent improvement in the cash 
box for months prior to the 
tournament. And it is a deterrent to 
location sales because it’s sponsored 
by the coin-op association, and if a 
location is non-coin-op, it doesn’t 
participate.” 

The total purse of $12,000 in cash 
prizes for players was raised by a 
$150 entry fee per location, half of 
which was paid by the operator. 
Shooters paid no entry fees but paid 
to play the tables. Weekly winners at 
each location were logged for eight 
weeks, then with a slate of first, 
second, and third place shooters for 
each bar, the classes A, B, and C, 
respectively were formed to be 
played off for positon in the Pierre 
tournament finals. 

U.S Billiards donated 20 special 
red and white tables for the tourney 
in Pierre’s Municipal Auditorium. On 
hand as special guest was Len 
Schneller, U.S. Billiards sales 
manager and original organizer of 
the tourney which is sponored by the 
Music and Vending Association of 
South Dakota. 

In the playoff were 348 men’s A, B, 
and C class shampions from 144 
location tournaments, plus 56 
women’s division location winners. 
Prizes were $1000 cash for the A 
class winner, Dick Spitzer, from 
Slash J/Piedmont; $5,000 for B 
winner, 14-year old Dana Kreber, 
from T &T Lounge/Rapid City (who 
at that age must go in the company of 
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his uncle, Class A runner-up Dave 
Merchen, in order to be admitted to 
bars to play); $3,000 to C winner 
Dave Randles of Elk Creek 
Bar/Piedmont; and $300 for Ladies 
Division winner Robin Muir, from 
Trails West/Hermosa. Second 
through fourth place shooters in 
each class won descending cash 
awards. The shooters also took 
home handsome plaques, and 
locations sponsoring the winners will 
have a trophy to show. 


tournament, 15th annual edition. 


0 


They cued up on floor of Pierre’s Municipal Auditorium and shot for the stakes. 


tui aa 9 
More than 400 turned up for the shoot-out of South Dakota’ $12,000-purse pool 


As a prize for having the winning 
location, Odgilmiller (of Rushmore 
Amusements/Rapid City) was given 
a video tape player by U.S. Billiards. 

Ogilmiller said, “We got excellent 
participation, and it was beneficial 
to the operators and the bar owners. 
We hope to go on to bigger and 
better tournaments.” His grand slam 
consisted in having all the winning 
locations sponsoring women 
players, and each of the locations of 
the three top men’s winners. 
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Yes, we've done it again 
— we've come up with 
another big profit- | : 
making game. If you 7 ain oe 
want to scramble up a , 
your share of it, just 
give a call for Scramble. 


“SCRAMBLE” 


“Enemy alert! Repeat, enemy alert! Astropilots, 
man your aircraft — and good luck!” 


MAKE A MAD DASH 
FOR SCRAMBLE! 


a | 
“SCRAMBLE” | ANOTHER WINNER FROM STERN 
| 


How To Play: 

e One or two people can 
play 

e Insert coins 

e Select one or two player 
button ; Player's aircraft destroys 

The Objective: oncoming enemy rocket. 

e To successfully invade 
five Scramble Defense 
Systems in order to reach 
and destroy Enemy Base. 

e Enemy Rockets, Fuel 
Tanks, and Mystery 
Targets are destroyed by 
pressing Laser and Bomb 
buttons. 

e Joy Stick moves player's 
Aircraft up or down, and 
accelerates or decele- 
rates the Aircraft. 3 

e Hitting Fuel Tanks 
achieves extra fuel for 
Aircraft. a Ce Player's aircraft gains 

e If Aircraft hits a mountain Sane Rie ts : arene feel tere ie hi 
or oncoming Rocket, the : <= = "Chet Sey ea} | 
Aircraft is destroyed. ¥ . >> | 

e Player awarded addi- 
tional Aircraft at desig- 

_ nated score. Li gr ee TT = S— 

e Game is over when all | oe Oe ee Se 
Aircraft are destroyed or cae ae. ee rr 
when fuel runs out. 


The Scoring: 

e Each Rocket destroyed 
scores 5O points. 

e Each oncoming Rocket 
destroyed scores 80 


pt io Lee ae 


HIGH SCORE 


ee eee 


ee ee 


points. — 

e Each Flying Saucer Player's aircraft is 
destroyed scores 100 cosine rey araunit-ty- 
points. 


e Each Fuel Tank destroyed 
scores 150 points. 

e Each Enemy Base 
destroyed scores 800 
points. 

e Level of difficulty 
increases after each 
Enemy Base Is destroyed. 

e 10 highest scores-to-date 
register on screen. 


Scramble cocktail table 
model available. 


a a 


: ; 4 *? 7 Stern Electronics, Inc. 
vex | i 1725 Diversey Parkway 2 ERR g 


Chicaqgo, Illinois 60614 ©1981. Stern Electronics, Inc.. 


(312) 935-4600/Telex 25-4657 all rights reserved. 
Toll-Free Service No. (800) 621-6424 
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New to Bally’s board 


CHICAGO—Election of S.J. Begun 
and Alfred C. Linkletter to the Bally 
Manufacturing Corporation Board 
of Directors was announced recently 
by Robert E. Mullane, chairman and 
president of Bally. 

Begun, who holds a master’s 
degree in communication engineer- 
ing and a doctorate in engineering 
from the Institute of Technology, 
Berlin, Germany, is president of 
Auctor Associates, Inc., aconsulting 
firm serving more than 30 firms, 
primarily those in high technology 
markets. He also has served as vice 
president/technology, of Gould, 
Inc. and was a member of the 
executive committee of that 
corporation’s board of directors. 
During World War II, he received a 


Presidential Citation from President 
Truman for his contributions. 


Linkletter, who retired in 1977 as 
senior vice president of Prudential 
Insurance Company, is a real estate 
and construction consultant who 
has worked on such projects as the 
J.F. Kennedy Library in Boston and 
the New Jersey Justice Complex in 
Trenton. 


In announcing the two elections, 
Mullane said: “Bally Manufacturing 
will benefit greatly by having the 
experience, skills and knowledge of 
Dr. Begun and Al Linkletter on its 
Board of Directors. Each man has a 
unique contribution to make as the 
corporation moves ahead in our 
plannned growth and development.” 


Rock-Ola cites Janda ties 
as key to phono sales 


The traditional principle of exclusive 
phonograph distribution marketing 


is still the key to success in the sales 
of coin-operated music equipment, 
Rock-Ola Vice President/Sales 
Hugh Gorman said recently. 

Referring to New Way Sales 
Company in Rexdale, Ontario, 
Gorman said: “It is with extreme 
pride that we point to a factory/ 
distributor relationship which will 
soon be twenty years old.” 

The Janda family, through New 
Way Sales in Rexdale, has for 20 
years been the exclusive Rock-Ola 
music distributor for the province of 
Ontario. Starting with Jerry Janda, 
Sr. in the early 1960s, the long 
association between New Way Sales 
and Rock-Ola bears out the validity 
of the exclusive phonograph 
distibution principle, Gorman said. 


He commented, “Although the 
industry was saddened by the loss of 
Mr. Janda, Sr., an industry legend 
who contributed immensely to the 
coin-operated field, New Way Sales 
continues to flourish under the 
leadership of his three sons—Jerry, 
Jr.; Paul; and Peter, and the coin 
machine veteran, Bill Rosenfield. 

“Because of these factors and our 
own personal efforts, operators in 
Our area well-oriented to the Rock- 
Ola line of phonographs,” he added. 

“Despite reports to the contrary, 
New Way Sales continues to 
provide the Rock-Ola factory with 
exclusive distribution of Rock-Ola 
phonographs. Also, the New Way 
Sales Co. has been appointed 
exclusive Rock-Ola video game 
distributor for Ontario, effective May 
1, 1981,” Gorman concluded. 


Interflip represents Exidy line 


The Exidy video game line is now 
represented in Spain exclusively by 
Interflip, S.A., of Madrid. “Interflip is 
one of the largest, most fully 
integrated importer/manufacturers 
in Spain, with an undisputed 
reputation for producing a quality 
product from tech kits purchased 
from Exidy,” stated Lila Zinter, 
Exidy’s marketing manager. 

Interflip is a well-established firm in 
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Spain that has produced pinball 
games for a number of years, and 
now utilizes vast modern facilities to 
produce Exidy video games. 


Zinter met with Interflip’s 
Managing Director Joaquin Franco 
Munoz, and Ronald Van Scher- 
penzeel in Madrid recently to forma- 
lize this arrangement for distribution 
of Exidy games. 


Stern Electronics, Inc. of Chicago, re- 
cently signed a licensing agreement with 
Konami Industry Co. Ltd. of Japan for 
the production and domestic distribution 
rights of the new solid-state video game, 
Scramble. Shown above are Stephen 
Kaufman (left), Stern Electronics; and 
Kagemusa Kozuki (right), of Konami 
Industries. Based on the recent 
popularity of Astro Invaders and The End, 
other Stern video game licensed from 
Konami, Scramble is expected to impact 
the U.S. and Canadian markets with 
record sales, according to Stern. 


N.Y. pool plays off 


The fifth annual Northern New York 
Eight Ball Championships ended 
April 4 after nearly three months of 
playing-off. 

Upstate Vending Service, headed 
by the late Jack LaHart, again 
sponsored the tournament in 
cooperation with billiards locations. 

Top winners in the chamionships 
and their locations were: first place, 
Harley Mattila, Shortstop Inn, 
Keesville, winning the $500 purse; 
second, Leonard John, Lloyd’s, 
Plattsburgh, $350; Jack Moore, 
Rusty Nail, Saranac Lake, $250 for 
third place; and Bernie Robinson, 
Waterhole #3, fourth for $100 prize. 

In Division B, consisting of 
second-place winners in each 
location, the playoffs at the Lake 
Placid Olympic Arena produced the 
top shooters: Sam Twa from 
Shortstop, Keesville, $250 prize: 
Francis Landry, Lemieux’s, 
Plattsburgh, second, $175; Ellis 
Smith, Helen’s Hideway, Plattsbugh, 
third, $125. Sixteen other top 
finalists in this division took cash 
prizes for $50 to $30. 

Jack LaHart, organizer of the 
event, was missed in the April 3-4 
tournament. He had died suddenly 
three days earlier at his lake Placid 
home (PLAY METER, June 1). 
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Booth prices rise 
for AMOA ’81 Show 


The board of directors and the 
Exhibit Committee of the AMOAina 
recent action increased booth prices 
for the 1981 show in Chicago. The 
price scale is: $700 for the first booth, 
$600 for each additional booth, anda 
$3,500 fee for a phonograph 
manufacturer. 

According to John L. Schoff, 
AMOA director of meetings and 
conventions, the board in a 
Monterey, California meeting also 
set a cancellation/refund policy for 
exhibitors. By this policy, all booth 
spaces must be paid in full no later 
than 45 days prior to the opening day 
of the show, October 29, 1981. And 
any space for which payment has not 
been received by that time is subject 
to cancellation and/or reassignment 
at the option of the AMOA without, 


obligation for refund of deposit. 


Cancellations of booth space must 
be directed to the AMOA office in 
Chicago, in writing at least 45 days 
prior to the opening of the show in 
order to receive a full refund. Any 
cancellation made after that date and 
up to 30 days prior to the opening 
day of the show will receive a 50 
percent refund from AMOA, 
exhibitors were notified. 


No refund will be made by AMOA 
after 30 days prior to the opening of 
the 1981 show. Schoff said this policy 
was adopted in order to “facilitate 
proper allocation of exhibit space 
without the inconvenience of 
indiscriminate or short-notice 
cancellation of a contract for exhibit 
space.” 


Quoted... 


“The first duty of the Press is to 
obtain the earliest and most correct 
intelligence of the events of the time, 
and instantly, by disclosing them, to 
make them the commonest property 
of the nation....The Press lives by 
disclosures; whatever passes into its 
keeping becomes a part of the know- 
ledge and history of our times; it is 
daily and forever appealing to the 
enlightened forces of public opinion 
—standing on the breach between 
the present and the future, and 


SPACE 


WARRIOR 
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Y 


AMUSEMENT RIDES MANUFACTURES 
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MOTO GALAXI 
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16 Edgeboro Rd. East Brunswick N.J.08816 a, oi 


ph.(201)238 6280 tix.642286 


QUALITY SERVICE PROFITS 


extending its survey to the horizon of 
the world....For us, with whom 
publicity and truth are the air and 
light of existence, there can be no 


greater disgrace than to recoil from © 


the frank and accurate disclosure of 
facts as they are. Weare bound to 
tell the truth as we find it, without 
fear of consequences—to lend no 
convenient shelter to acts of injustice 
and oppression, but to consign them 
at once to the judgement of the 

world.” 
—Robert Lowe, in the London 
Times, 1851 


FERRARI 


Ellis comes to 
Cinematronics 


Cinematronics, Inc. has announced 
the appointment of Ward Ellis as vice 
president of engineering. Ellis is a 
veteran of over 25 years in the 
electronics can computer fields, 
most recently having the post of vice 
president of engineering for Williams 
Electronics. 

Jim Pierce, president of Cinema- 
tronics, said “Ward Ellis has brought 
revolutionary ideas with him 
wherever he has gone,” said Pierce. 
“This fits in perfectly with 
Cinematronics’ plans to stay in the 
forefront of electronic develo- 
pments. Cinematronics is very 
proud and enthused to have our 
technological future in hands such as 


his. I believe the addition of Ward 
Ellis gives us a management team 


that is second to none.” 

Before working with Williams 
Electronics, Ellis worked with firms 
including Memorex, Singer Business 
Machines, Lockheed, and Liton 
Industries. 

He has also published several 
articles on electronics and its 
application to life and industry. He 
holds a BSEE from Washington 
State University and a Master of 
Science degree from the University 
of Southern California. 


Witz directs 
at Bio Rhythm 


Lew Witz has joined The Bio- 
Rhythm Company, Inc., Bensenville, 
Illinois as vice-president and director 
of marketing. 

Now residing in Chicago, Witz 
brings an extensive career in media 
management and research. This 
includes the past two years as senior 
vice president of Air Time, Inc. 

He will supervise all sales and 
marketing functions of Bio-Rhythm 
with particular attention to national 
accounts. These contacts will 
provide additional locations and 
revenue for Bio-Rhythm operators. 
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KXPORTING ? Tokens are The Answer! 


*"FICHA “ee 
* - NO TIENE * * 
- VALOR .. x 
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GUANAJUATO 
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Do you want to operate a Pinball Game on 34 Krupecs? 
62 Cruzerios? 29 Francs? 4, 350 Lira?. , .Tokens are the 
answer. Coin Acceptors and Slide Chutes are easily ad- 
justed for Token Operation. Bill Changers can be quickly 
modified for virtually any size Token, and the number of 
Tokens dispensed can be set for any quantity. 


It is important to allow a margin of size difference from 
the coins in use in any country, to prevent slugging. Pro- 
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viding the proper Token is selected, Coin Mechs can be 
set to eliminate slugging completely. 

If you are exporting new or used equipment, you owe it 
to yourself and to your customers to consider Tokens and 
all of the advantages they offer. 

Catalogue and assorted samples are available on request. 
Phone (606) 255-5990, or write Van Brook of Lexington, 
Inc., P.O. Box 5044, Lexington, Ky. 40555. 
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Atari distrids get promo plans 


For the seventh consecutive year, 
Atari distributors gathered together 
for five days of business discussions, 
good food, and recreation. Pebble 
Beach, California was the setting for 


this year’s event, which was themed 
“The Atari Classic.” 


The festivities began Saturday, 
March 28, with dinners in a variety of 
San Francisco’s finest restaurants. 
Sunday found the distributors and 
their wives, along with their hosts 
from Atari, wine-tasting at the 
Mirassou Winery, followed by 
luncheon in Carmel Valley before 
arriving at Pebble Beach. 


Golf and tennis tournaments, a 
barbeque Tuesday night, and a 
formal black tie awards banquet 
Wednesday night were highlights of 
the meeting. 

General business sessions were 
held every morning with representa- 
tives from marketing and sales, 
manufacturing, and field and 
customer service to better acquaint 
distributors with current and long- 
term planning. 

The introduction of Asteroids 
Deluxe, Warlords, and Red Baron 
began the business meetings. Frank 
Ballouz, vice president of marketing 
for the Coin-Op Games Division, 
explained and demonstrated the 


Sales force 


Abloy Security Locks has appointed 
Charles E. Armstrong to the newly 
created position, Manager of 


Independent Rep Organization. He 
will oversee sales efforts and recruit 
manufacturers’ representatives for 


play action and option features of the 
games. Warlords upright and 
Cabaret models were shipped in 
April, Red Baron sit-down scheduled 
for early May, distribution,and 
Asteroids Deluxe began shipping in 
early March. 

Presentations were given by Darl 
Davidson, manager of Customer 
Service; Al Chamitoff, vice president 
of quality assurance; and Fred 
McCord, manager of Field Service. 
The presentations gave the 
distributors insight into how to get 
maximum benefit from these Atari 
services and how Atari implements 
programs that assure quality 
products and support services. 

Frank Ballouz, vice president/ 
marketing, talked about plans tor an 
expanding program of advertising 
and promotion designed to increase 
player awarness that will stimulate 
profitability for distributors and 
operators. Some key programs 
include: 

1. Asteroids Deluxe “Astrodata” 
mailings. Kits containing free 
advertising materials to introduce 
and sell the games at the location 
level are being mailed to operators to 
reinforce existing ads in trade 
magazines. 

2. Television and Radio Spots 
advertising both Missile Command 


the southeastern and western states 
of the U.S. 

“Abloy made a decision, several 
months ago, to market our locks 
through factory salesmen and 
independent rep organizations. We 


coin-op and home cartidge in six 
major cities in late May to increase 
awareness of Atari products. 

3. World Championship Tour- 
ament. Plans were under way for a 
national players’ tournament 
designed to increase location play 
and product sales. Details will be out 
in May, according to Atari. 


A prototype for a new distributor 
showroom product display was also 
shown. It demonstrates a complete 
game play along with various 
features via a videotape, and pro- 
vides a display setting that will high- 
light Atari games. 

Finally, two special awards were 
presented at the formal banquet on 
Wednesday night. The awards, for 
highest sales of Asteroids in 1980, 
were presented by Don Osborne, 
vice president of sales, to C.A. 
Robinson and Co. for the domestic 
market, and to Loewen Automaten 
for the international market. 


“The ‘Atari Classic’ was our most 
successful meeting to date,” 
commented Osborne. “Everybody 
had. a good time, but more 
importantly, it helped to re- 
emphasize our commitment to our 
distributors for quality and support 
that will continue to be the best in the 
industry.” 


beefed-up by Abloy Locks 


created a new management level 
function to coordinate the rep opera- 
tions, and Charlie’s combination of 
lock sales and managerial experi- 
ence made him our first choice,” said 
Jack Matthews, senior VP and 
general manager of Abloy. Matthews 
announced Armstrong’s appoint- 
ment at corporate headquarters in 
Niles, Illinois, near Chicago. 

“An expanded sales force and 
increased product distribution are 
parts of Abloy’s overall marketing 
plans. The addition of Armstrong 
represents this long-term commit- 
met,” added Matthews. 

Before joining Abloy in November, 
1980, Armstrong was a field sales 
representative and cabinet lock 
products manager for National Lock 
in Rockford, Illinois, where he now 
lives with his wife, Sharon. The 
Armstrongs will be relocating to the 
Chicago vicinity. 
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ANY WAY YOU STACK IT. 
YOU CANCOUNT ON US. 


IN GOOD TIME: Exidy coin-operated video games are designed for the times. Colorful 


screens of futuristic, action-packed games attract players and profits. 


ON TIME: 24 hour P.C. board repair turnaround keeps your profits growing. 
ZERO DOWNTIME: This monthly field service bulletin informs you of service tips to give 


your games “zero downtime.” Your responses prompt Exidy to action. 


YOUR TIME ON OUR DIME: Use our toll-free number (800-538-8402) for service, 


parts, or any other need. 


UPTIME: Exidy games promise profits by making games of reliability and quality. Exidy 
listens to your needs, and responds with games and supplementary programs that satisfy you. 


NOW IS THE TIME TO LEARN HOW EXIDY VIDEO GAMES WILL INCREASE 
YOUR PROFITS. CALL US TOLL-FREE: (800) 538-8402. 


Exidy Inc. 390 Java Drive Sunnyvale, CA 94086 Phone (408) 734-9410, Telex 357-499 


Game-A-Tron’s high profit line of amusement games 
means incredible customer interest and high profit 
potential. 


The industry’s most advanced monitor is supported 
by high-reliability circuit board and futuristic 
cabinetry. 


“Pil Get That Bugger” 
You'll be screaming once 
you get into this exciting 
episode of battle. Hide 
behind barriers—keep 
moving—and fire—that’s 
the key to staying in the 
game. Important Note: 
—DON’T GET BUGGED— 


GAME:-A‘TRON 


Call today 
for immediate 
shipment 


203/223-2760 


DIMENSIONS 


UPRIGHT 


252 'W x 67" x 28"D 
| A 
COCKTAIL 


22" x 34"L x 24%" H 
#1 IN ANY LOCATION 


KOO 


FIRE LEFT FIRE RIGHT 


+ 


DOR'T GET BUGGED . 


Sega officers are raised 


SAN DIEGO, Calif—Sega Enter- 
prises, recently announced promo- 
tions and executive appointments 
for Gremlin. 

Peter W. Gorrie has been 
promoted to vice president of 
administration and controller of 
Gremlin. A native of Toronto, 
Canada and a graduate of San Diego 
State University, Gorrie joined 
Gremlin as corporate controller in 
1978. He had previously served as 
controller for California Instru- 
ments. 

Sega announced the election of 
Robert F. Kupec as vice presi- 
dent/legal and general affairs. Kupec 
joined Sega in September, 1977 and 
had been legal affairs manager. In his 
new position he will be responsible 
for all legal matters, employee 
relations, insurance and other 
general administrative matters. 
Kupec was graduated from Lehigh 
University and Seton Hall University 
School of Law and is a member of the 
New Jersey Bar. 

In another executive move, Ernest 
W. Williams was named manager of 
manufacturing for Gremlin. A 
Solana Beach resident, Williams 
holds a degree from Pepperdine 


Williams 


Gorrie 


University and the University of San 
Diego. Before joining Gremlin, he 
had served as production operations 
manager for NCR Corporation in 
Rancho Bernardo. 

Ralph C. Hawkinson has been 
named manager of plant engineer- 
ing. A veteran of 30 years in the 
maintenance and construction 
businesses, Hawkinson previously 
held positions with Special 
Dynamics, TWA, and General 
Dynamics. 

Art Kohrman has been appointed 
quality assurance manager for 
Gremlin. Prior to joining Gremlin, 


Kohrman served as manager of 


quality assurance for Hydro 
Products. A graduate of San Diego 
State University, he is Treasurer for 
the American Society for Quality 


Control and is active in the Aero 
Space Electrical Society and the 
National Management Association. 

Robert L. Klinefelter, former 
quality assurance engineer, takes on 
a new post at Gremlin as manager of 
customer service. Klinefelter, who 
holds a degree from San Diego 
Evening College and studied at the 
Massachusetts Institute of Techno- 
logy, previously served as a test 
engineer for General Dynamics’ 
Electronic Division. A native of New 
London, Connecticut, he previously 
served in the U.S. Navy for 23 years. 

Steve M. Margolin has been 
named supervisor of field service and 
technical publications. Margolin, 
who joined Gremlin in 1978 as a 
technical writer, had most recently 
served as manager of the company’s 
Customer Service Department. His 
new duties include responsibility for 
technical publications, field service 
school instruction, technicians sent 
on location and production of 
service video tapes. A graduate of 
Southern Illinois University, Mr. 
Margolin had acted as advertising 
salesperson for the San Diego Daily 
Transcript before signing on with 
Gremlin. 


Court defines game copyright 


PHOENIX, Ariz.—In probably the 
most important American case in the 
recent battle for amusement games, 
copyright protection, Judge 
Valdemar A. Cordova, of the U.S. 
District Court has ruled that 
Cinematronics, Inc., holds valid 
copyrights to its Star Castle video 
game, and, for the first time, a 
penalty has been specified for 
infringing. The defendent in the case 
was Bernard Shapiro (d/b/a Bernie’s 
Specialty Co). 

In handing down his landmark 
decision, Judge Cordova ruled on 
the following points which, before 
now, had not been addressed by the 
federal court system: 

A) -U.S district courts have 
jurisdiction over copyright infringe- 
ment cases. This principle has been 
established for record and 
film producers, but was never before 
applied to video amusement 
manufacturers; 

B) Video game manufacturers 
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have the right to copyright their 
original ideas. The International 
Trade Commission had _ recently 
handed down a similar decision in a 
case involving Midway Manufactur- 
ing and a alleged copiers, but this 
was the first such decision handed 
down by a US. District Court; 

C) Star Castle is an original idea 
and the property of Cinematronics. 
As with the copyrights, this same 
ruling was made by the ITC, but this 
was the first such ruling by a federal 
court; 

D) All copies of Star Castle sold 
by the defendant will be returned by 
authority of the court and sent, 
freight prepaid, to Cinematronics, 
Inc. This is the first time a penalty for 
infringing on a copyright has been 
established in federal court; and 

E) The U.S. Customs Service 
was ordered to stop all copies from 
entering the United States borders. 
Previously, the U.S. Customs 
Service has done so on its own or on 


authority of the ITC, and this is the 
first time it has been ordered to do so 
by a federal court in a case involving 
video games. 

Tom A Stroud, executive vice 
president of Cinematronics, called 
the decision “a real breakthrough for 
the entire industry,” adding: “It’s 
very gratifying to know that now the 
video amusement industry has the 
same type of protection enjoyed by 
other entertainment media, such as 
records and motion pictures.” 

Under Judge Cordova’s order 
and judgement, all buyers of the 
infringing copies will be served witha 
written notice ordering them to 
return the copies, freight prepaid, to 
Cinematronics at its facilities in El 
Cajon. No monetary damages were 
sought against Shapiro, who 
apparently was a sales agent. 
However, more than five million 
dollars in damages are sought 
against the copies’ manufacturer and 
primary distributor. 
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Midway charge: 35 infringed 
video games trade rights 


Midway Mfg. Co., announced that 
on April 16, it filed a complaint and 
request for expedited information of 
an investigation under Section 337 of 
the Tariff Act of 1930 with the U.S. 
International Trade Commission in 
Washington, D.C. The complaint 
charged thirty-five respondents with 
engaging in unfair acts and methods 
of competition by infringing the 
copyrights and/or trademarks of 
Midway in its Pac-Man and Rally-X 
games through their importation, 
sale, and/or offer for sale of imported 
audio-visual games and electronic 
game boards. 

This complaint comes as the ITC’s 
previous proceedings (No. 337-TA- 
87), involving the infringement of 
Midway’s rights in the Galaxian 
game, reaches its concluding stages 
after a recommended determination 
favorable to Midway was issued by 
the administrative law judge (Play 
Meter, March 15). The new 
complaint seeks an order excluding 


entry into the United States of copies 
of the Pac-Man and Rally-X games, 
and the electronic game boards 
therefore, and an order directing 
domestic respondents to cease and 
desist from the unfair act and 
methods of competition enumerated 
in the complaint. 


Based on the decision already 
entered in the Galaxian proceedings, 
Midway was attempting to obtain 
such orders within three months. 


The following respondents are 
named in the April 16 complaint: 
Kyugo Company Ltd. (Japan), 
Ohtsu International, Inc. (Japan), 
Nippon Semicon Inc. (Japan), ATA 
Electronic Ltd. (Taiwan), Formosa 
Products Industrial Corp. (Taiwan), 
Friend Spring Industrial Co., Ltd. 
(Taiwan), Karateco (Japan), Taito 
Hawaii Corp. (Hawaii), Eastern 
Distributing (North Carolina), 
Morrison Enterprises Corp. 
(Taiwan), Stan Rousso, Inc. 


(California), Jay’s Industries (New 


Jersey), Noma Enterprises (Japan), 
Penn Regal Vending Co. (Pennsyl- 
vania), Chens International, Inc. 
(Massachusetts), Carlin Tiger 
Shokai, Ltd. (Japan), Mike Munves 
Corp. (New York), SP-World- 
Amusement Co., Ltd.(Japan), Shoei 
Co.,Ltd. (Japan), International 
Scientific, Co., Ltd. (Japan), Sepac 
Co. Ltd. (Japan), Sutra Import 
Corp. (New York), Omni Video 
Games, Inc. (Rhode Island), 
Ferncrest Distributors, Inc. (Rhode 
Island), Artic International, Inc. 
(New Jersey), Loson Electrical Co. 
(Taiwan), David Kamen d/b/a K &K 
Games (Indiana), Fernandez-Fun 
Factory (Hawaii), Seagull Industries 
Co., Ltd. (Japan), Bernard Shapiro 
d/b/a Bernie’s Specialty (Arizona), 
Taito of Japan (Japan), Eiko Kogyo 
Co., Ltd. (Japan), K & K Industrial 
Services (Hawaii), Jabras Trade Co. 
Ltd. (Japan), and Sutra West 
(California). 


North Dakota coin-ops gather and elect Bennett 


The North Dakota Coin Machine 
Operators held their second annual 
meeting and convention April 10, 11, 


at Bismarck trade event. 
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and 12 at Kirkwood Motor Inn in 


Bismarck, North Dakota. 


Election of officers was held with 


Fie = J 


Le) ema 
Paves — 
A oe - al 


Ray Hibarger of Hanson Distributing/Minneapolis shows operators his jukeboxes 


Tom Bennett of Bismarck being 
elected president of the association, 
Harlan Beach of Fargo elected vice 
president, and Margo Bennet of 
Bismarck being re-elected for 
another term as secretary/treasurer. 

Ten distributors and suppliers set 
up exhibit space in the pool area at 
Kirkwood. Those present were 
Lieberman Music/Lieberman 
Enterprises, Hanson Distributing, 
Wico, National Rejectors, Insport, 
D&R Industries, Sandler Vending, 
Amusement Emporium, and 
Engineering Products. 

A noon luncheon was held on 
April 11thin the courtyard with guest 
speakers Norm Pink, AMOA 
president, and Leo Droste, 
executive vice president. 

The North Dakota Coin Machine 
Operators Association was formed 
two years ago and already has 95% of 
the operators in the state as 
members. The turn-out for the 
convention was excellent, said 
association officers. 
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Atari handlers’ tech accent 


By Ray E. Tilley 


Atari’s trimming of numbers in its 
distributors ranks has, since the 
move began about one year ago, 
resulted in “more professionalism in 
sales approach and back-up ser- 
vice,” an Atari spokesman said recently 

Requirements made of its 
distributors by Atari are 
emblematized by a plaque given to 


the handlers, certifying their 
authorization to sell and service 
Atari products. National Sales 
Manager Don Osborne said the 
requirements placed on authorized 
distributors include shop standards, 
floor facilities, test equipment 
provisions, as well as some 
recommendations on _ personnel 
standards. 

Osborne told Play Meter that 


30 


ADVERTISEMENT 


OPERATORS! 


The decision to send an employee to a technical training school isn’t an easy one to 
make. There are a number of important facts that must be considered before the 
suitcase is taken down from the attic and packed for a week or more at an arcade 
school. 

The first consideration is, of course, the cost. When you consider the cost, 
however, make sure you look at all costs involved...not just the tuition fee! Other 
expenses include airfare, lodgings, meals, and possibly a rental car if necessary. When 
you add it all up, it amounts to one heck of a big investment! 


Which brings us to the next important consideration, and it’s something that must 
be discussed thoroughly and candidly by both employer and employee before making 
the decision to enroll in any school. With this kind of investment, an employer needs 
assurances that his newly trained serviceman won't leave for greener pastures, taking 
his training with him. There are many solutions to this problem, and again this is a 
personal matter that must be worked out on an individual basis. 


Finally, and this is perhaps the most important consideration of all, you must 
choose the right school. Each school has its own approach to instruction and a 
different curriculum. 


If you’re not pressed for time, and you want to learn about all types of pinballs, video 
games, jukeboxes and slot machines, you might want to check out the Nevada 
Gaming School. Their address is 3100 Sirius Ave., Las Vegas, Nevada. The phone 


number is (702) 873-2345. 


If slots are not your thing, you can contact the original “coin-machine mechanics 
training school,” Cal’s Coin College. Cal Clifford offers both one and two week 
courses that start with the basics of electronics, and advance the student through 
Seeburg and Rock-Ola jukeboxes, video games, and solid-state pinball. The address 
is P.O. Box 810 Nicoma Park, Oklahoma 73066. The telephone number is (405) 769- 
5643; 


San Diego Arcade School offers a six-day course that is specifically designed for 
the experienced serviceman or novice mechanic who is having trouble making the 
transition to solid-state repair. The course begins with the basics of electonics and 
progresses through power supply operation (where many of the machine failures 
occur), video game monitors, electronic pinball, and video game systems. During the 
course, students learn to read electronic schematics and use a digital multimeter and 
logic probe to isolate defective components. San Diego Arcade School does not 
include any instruction on jukeboxes or vending machines. 


If you would like further information about San Diego Arcade School, drop aline or 


RANDY FROMM’S 
SAN DIEGO ARCADE SCHOOL 


6123 El Cajon Blvd. 
San Diego, CA. 92115 
714/286-0172 


making improvements in the 
technical capacities of Atari 
distributors keeps operators up-to- 
date. “We believe the industry is 
going to get more technical, not less. 
One problem of the factory is to 
bridge the technical gap” to the 
operator level, he said. 

“To assure the end user will get as 
much support for his equipment as 
possible, we simply want to identify 
(with the plaques) that our 
distributors are doing more, by 
agreement, than other factories 
require,” Osborne commented. 

Field Service Manager Fred 
McCord heads the _ technical 
upgrading program, assisted by a 
regionally-spread team of four 
persons under him. 

Osborne pointed out the value to 
Atari distributors in this program is 
that the distributor’s role is 
strengthened in relation to his 
customers; “he is not just 
transmitting equipment,” said the 
national sales manager. 

Previous approaches of large 
classes on technical aspects of Atari 
games was not applicable to 
individual needs in those classes, 
according to Osborne. 

At the time of Atari’s planning for 
more exclusive marketing through a 
reduced line-up of distributors, some 
of the handlers reported that they 
were less than pleased, with opinions 
such as that only handlers which 
could buy “carloads” of games were 
being kept on the line (Play Meter, 
July 1, 1980). 

But Osborne at that time said the 
adjustments would serve to 
“enhance the quality of distributor- 
ships to better handle the Atari line” 
by establishing standards of 
servicing, sales, and repair. 


Thrasher manages 
Abbot/south 


Abbott Coin Counter Company, 
Inc. of Stamford, Connecticut, 
announced the appointment of Lee 
Thrasher as southern regional 
manager. 

Thrasher will be responsible for all 
sales in Abbott’s southern territory. 
He was previously employed by 
Economics Laboratory, Inc. of St. 
Paul, Minnesota as territory 
manager. He was also branch 
manager in Birmingham, Alabama 
for General Binding Corporation. 
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ATTENTION 
POOL TABLE OPERATORS 


Introducing the Amazing New Pool Table 


Super Action Bumper Tube® 


These Bumper Tubes® are woven especially for recovering bumper rails. They possess a self-adjusting 
quality which gives the material a tight uniform fit to the bumper rail. Bumper Tubes® have been field tested 
and have proven to be more lively and more durable than conventional cloth. Stop gluing completely. Stop 
unnecessary cutting and stretching of cloth. Stop wasting valuable time. . . 

Now anyone with little or no experience can recover a bumper rail with ease in approximately one minute 
with the professional look and fit of an expert. 


Bumper Tubes® and information are available from the following distributors. 


IMPERIAL BILLIARDS INDUSTRIES GULF COAST DIST. CO. BARBIN NOVELTY CO, 


550 Industrial Rd. 
Carlstadt, N.J. 07072 
201/935-9330 

8620 Tamarack Ave. 
Sun Valley, CA. 91352 
213/767-3304 


SAUNIER—WILHEM CO. 
3216 Fifth Ave. 

Pittsburg, PA. 51213 
412/621-4350 

2707 S. Elm St. 
Greensboro, N.C. 29466 
919/272-3412 

1605 Center Point Rd. 
Birmingham, Ala. 15215 
205/854-2822 


WICO CORP. 

6400 W. Gross Point Rd. 
Niles, Ill. 60648 
312/647-7500 


J-S SALES CO. 

24 S. Third Ave. 

Mt. Vernon, N.Y. 10550 
1-800/431-2944 


D & R INDUSTRIES INC. 
P.O. Box 59372 
Chicago, III. 60659 
1-800/323-2852 


REX HARWELL 
1304 Ballard Ct. 
Cisco, Texas 76247 
817/442-3029 


FT. WORTH BILLARD SUPPLY 
411 Belknap St. 

Ft. Worth, Tx. 

817/336-2511 


GULF COAST NOVELTY CO. 
2002 Park St. 

Beaumont, Tx. 77701 
817/833-2421 


H.A. FRANZ CO. 
606 Dennis 
Houston, Tx. 77006 
713/523-7366 


3315 Milam 
Houston, Tx. 77006 
713/526-4891 


O’CONNOR DIST. CO. 
9030 Directors Row 
Dallas, Tx. 75247 
214/631-0150 


AMUSMENT SUPPLY INC. 
10911 Dennis Rd. Suite 401 
Dallas, Tx. 75229 
1-800/527-0518 


SOUTHERN MUSIC DIST CO. 


503 W. Central Blvd. 
Orlando, FI. 
305/423-5591 

2465 Harper St. 
Jacksonville, Fl. 
904/356-1137 

1600 N.E. 205th Terr. 
North Miami Beach, FI. 
305/653-5236 


PEACH STATE DIST CO. 
1040 Boulevard S.E. 
Atlanta, Ga. 30312 
404/622-4401 


S.L. LONDON MUSIC CO. 


3130 W. Lisbon Ave. 
Milwaukee, Wis. 53208 


ANCHORAGE AMUSEMENT 
135 Post Rd. 

Anchorage, Alaska 99501 
907/277-2000 


MOUNTAIN COIN MACHINE SERVICE 


50 Rio Grande Blvd. 
Denver, Colo. 80223 
303/629-6804 


Route 3, Box 934 
Crowley, ia. 70526 
318/783-3550 


COOPERATIVE DIST, CO. 


221 E. Market St. 
Louisville, Ky. 40202 
502/583-2352 


TOP TUNE AMUSEMENT CO. 
Route 2 

Broken Bow, Neb. 68822 
308/872-5341 


AMERICAN VENDING 
3473 Industrial Rd. 

Las Vegas, Nev. 
702/732-3888 


SANDERSON & SON DIST. CO. 
912. N. Main St. 

Shelbyville, Tenn. 37106 
615/684-2200 


SCHMIDT NOVELTY CO. 
302 Main St. 

Westfield, Wiss. 53964 
608/296-2420 


MARTIN & SNYDER 
8880 Hubbel Ave. 
Detroit, Mi. 48228 
313/272-7800 


SAFFRON BILLIARDS 
1623 §. Woodward Ave. 
Royal Oak, Mi. 48067 
313/542-8429 


Q—MASTER 

3297 12 Mile Rd. 
Berkley, Mi. 48072 
313/545-7222 


EDDIE’S AMUSEMENT CO. 
G-4487 Miller Rd. 

Flint, Mi. 48507 
313/723-5100 


STROHPUAL, INC. 

7986 S. Division 

Grand Rapids, Mi. 49508 
616/455-2950 


If no distributor is available in your area, call collect or write for more information: 


BUMPER TUBE, INC. 


10440 S. State Rd. 
Goodrich, Michigan 
313/636-2040 


Dealerships available 


Patent Pending in some areas 
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Micro-chips star in 
NAMA Western Show 


Interest centered on the new 
generation of vending machines and 
components equipped with micro- 
processors at the 1981 Western 
Convention/Exhibit of Vending and 
Foodservice Management which 
was held in Phoenix, April 3-5. 

The new generation of vending 
equipment was characterized as the 
most important development in the 
industry by the National Automatic 
Merchandising Association (NAMA) 
Board Chairman John B. Edgerton, 
Jr., who gave the keynote address at 
the opening session. 

Located for the first time outside 
California, the convention drew 
2,670 participants and featured 
products, equipment, and services 
of 130 exhibitors, said G. Richard 


Schreiber, president of NAMA. 

Attention focused on the exhibits 
of vending machine and component 
manufacturers who introduced 
microprocessor technology in coin 
mechanisms and_ information 
retrieval systems which will allow 
coordination with existing company 
computer systems. 

Employee relations and moti- 
vations were featured in other 
program sessions, and astronaut 
Ronald E. Evans, who participated in 
the second moon landing flight, gave 
a vivid description of his experiences 
and explained the space shuttle 
mission. 

The 1981 national convention and 
trade show will be held in Chicago 
from October 29 to November 1. 


‘Good for community, 
good for game room’ 


More than 2,500 youngesters, old- 
sters, policemen, civic club members 
town Officials and other partici- 
pated in a highly successful commu- 
nity fund raising promotion created 
and hosted by Just Good Games 
Inc., at its Seymour, Connecticut, 
game room. 

Running February 9-16, the JGG 
promotion capitalized on Valentine’s 
Day fever to raise substantial funds 
for VARCA, the Valley Association 
for Retarded Children and Adults. 
VARCA was presented with a check 
amounting to 60 percent of the 
week’s gross receipts by JGG 
owners, Joseph and Susan Lopaco. 

Featuring the theme, “Be a 
Sweetheart, Play Games for 
VARCA,” the promotion not only 
generated substantial monetary 
support for an important community 
concern, but provided fun and 
competition for thousands of people, 
and good will and exposure for the 
JGG Game Roon, its owners and 
staff. 

During the week, JGG T-shirts 
were awarded daily to high-scoring 
winners on each machine.Hand- 
some trophies were awarded to high- 
scoring community service associa- 
tions and clubs who competed 
enthusiastically on their assigned 
day,i.e., firemen’s associations on 
Monday, Rotary clubs on Tuesday, 
and so on, through Sunday. 
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The grand prize, a Stern 
Meteor, together with a unique, two- 
phase point system, proved to be a 
successful combination of incentive 
and gamesmanship that attracted 
and motivated a large number of 
participants. In Phase I, points were 
earned for the number of dollars 
solicted from the public for the 
VARCA fund. And in Phase II, points 
were awarded relative to scores 
achieved on the machines in the 
Game Room. 

Joseph and Susan Loparco have 
seen their business grow from one 
game room in Newton, Connecticut, 
to four in Connecticut and New 
York State, with several others in the 
planning stage. Joe was associated 
with Empire Distributing in Chicago 
for several years before he and 
Susan started up Just Good Games, 
Inc., on Glen Road in Newton in 
1977. In addition to establishing and 
managing their game rooms, Joe and 
Susan maintain a showroom through 
which they market reconditioned 
and new pinball and arcade games 
for home use. 

Joe expresses their successful 
business philosophy simply: “What’s 
good for the community is good for 
Just Good Games. We provide 
clean, pleasant, well-supervised 
facilities with fascinating, challenging 
games where people of all ages can 
enjoy themselves.” 


president, recently toured a Chicago 
facility for rehabilitation of severely 
disabled patients while she visited the city 
in conjunction with activities for the 
International Year of Disabled Persons. 


Tom McPike, supervisor in the 
Therapeutic Recreation Department, 
encouraged Mrs. Sadat (shown above) 
to try out a Stern Electronics pinball 
game that had been adapted for use by 
quadriplegic patients and donated by 
Stern to the Rehabilitation Institute of 
Chicago. The “sip-and-puff” game 
adaptation enables the handicapped to 
participate in patient and staff pinball 
tournaments sponsored by the 
Rehabilitation Institute. 


Market grows for 
Bally in Britain 


LONDON-—A full-line distributor for 
Bally and Midway games has been 
granted to Video Games Sales Ltd. 

David Adams, managing director of 
Bally Continental U.K. said, “This 
distributorship is the third in the 
United Kingdom and illustrates the 
growth of the British market. A Bally- 
Midway distributorship is not given 
often nor lightly and underlines our 
respect for the Video Games Sales 
company.” 

Alan Poulton, managing director of 
Video Games, told the trade press, 
“We are proud to be associated with 
the world’s number one manufactur- 
ing company. Their products are 
renowned for their quality and 
performance and we at Video 
Games are confident that the 
acquisition of this distributorship will 
be a major contributor to our 
company’s growth.” 

Poulton said this arrangement was 
“particularly exciting” in that it will 
involve the latest Bally and Midway 
lines including Gorf and Pac-Man, 
which have proven successful in 
Europe, and the pingames Flash 
Gordon and Eight Ball Deluxe. 
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Turley top tech 


Sales Executive Hal Watner of 
Universal U.S.A. announced the 
addition of Doug Turley as 
Customer Tech Supervisor. 

“Turley, formally with Exidy, is a 
seasoned technician who responds 
well to customers in troubleshooting 
via phone and in person.” 

“Turley’s technical expertise has 
been a great step in improving our 
service time with customer 
problems. Doug will be supervising 
the customer technical service 
department and is adding more 
technicians to insure a 24-hour turn- 
around on service,” said Watner. 

Turley is available to all customers 
through the Universal U.S.A. toll 
free line, 800/538-7548. 


Distributes Williams 


Michael Stroll,president of Williams 
Electronics, Inc. has announced the 
appointment of Eastern Music 
Systems Corp. as distributors in 
Virginia, West Virginia, and 
Maryland. 

Eastern has been a distributor of 
Williams equipment in Pennsylvania 
and New Jersey for a number of 
years and will continue to handle that 
territory. With this new appoint- 
ment, Eastern has opened an office 
at 2237 Edmondson Avenue, 
Baltimore, Maryland 21223, 
telephone: 301/566-8901. Phil 
Sternberg of Eastern stated that he 
and his staff look forward with 
pleasure to this new association with 
Williams. Eastern’s entry into the 
new market is effective immediately. 


Knez is tapped 


The Bio-Rhythm Co., Inc. has 
announced the appointment of 
David R. Knez as vice president/ 
finance and administration. Knez 
joined Bio-Rhythm after 14 years in 
various financial and operational 
executive positions with XCOR 
International (formally Seeburg 
Industries). 

Knez attended the University of 
Illinois and the University of Chicago 
and resides in Darien, Illinois with his 
wife and seven children. 
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The Repair Center for the Games Industry 


EAS is a complete service agency organized to help the video games operator 
and distributor solve the service problems that plague many of today's 
sophisticated electronic games. EAS provides you with: 


e afast, reliable, and inexpensive alternative to buying expensive test 
equipment. 

e repair and testing of all monitor, video and pin ball logic boards. 

e a 24 hour turnaround on video logic boards and monitors. 

e a60day warranty program on all work. 


e free telephone consulting on chronic service problems — we are here to help 
you atany time. 


Tip Of The Month 


Gorf upright—re-route cable harness running to top 
of cabinet. Move it behind monitor mounting bracket 
to prevent chafing and shorting out power supply. 


Looking forward to serving you, 


COC geemowe 
L_t I_lserRvice 


8134 Capwell Drive * Oakland, California 94621 ¢ 415-282-9900 


YOU DON’T WANT ROSY PICTURES 
AND GLIB ACCOUNTS ... 
AND NEITHER DO WE 


SO WITH US YOU GET 
THE GOOD NEWS 
AND THE BAD NEWS, TOO! 
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No wonder wen "The World's Leading 
Amusement Machine Frade Publication’ 


33 


34 


Don’t Panic Yet 


Pinball Operators— 


Dick Welu 


By 


Let’s not lose our perspective on 
the sagging fortunes of pinball. 

The dialogue being maintained in 
Play Meter and other publications 
from month to month by such 
writers as Roger Sharpe and D.J. 
Pass is good and necessary and 
informative. Some of what has been 
said was even correct. 

However, let’s control our 
emotions—which may be hard to do 
if you are a pinball manufacturer with 
sagging sales or a distributor with a 
pile of used game upstairs—nothing 
cataclysmic has befallen pinball that 
hasn’t happened to games before. 
The industry will weather it and be 
the stronger for it. 

Face it, folks. We sell fads! This is 
a faddish business. Novelty is what 
sells. Different is what sells. Unique 
is what sells. What operator doesn’t 
want to have the first model in town 
of the latest game release? 


And, just like the Jerry Reed 
composition, “When you're hot, 
you're hot. But when you're not, 
you're not.” And we all know what’s 
been hot and what’s been not in 
games today without checking our 
scorecards any closer. For crying 
out loud, when the Wall Street 
Journal is doing articles on video 
games—that’s hot. 

I own and operate an arcade ona 
daily basis so I feel that I get a 
different view than Roger Sharpe, 
Play Meter’s in-house pinball guru. 
Roger sees pinball from an aesthetic 
and esoteric angle that interests me 
little. To me—like most of you—it’s 
the bottom line. Money in the box. 
Cash on the barrelhead at the end of 
the week. And right now that means 
video games. Simply because they 
are the fad that’s in, no matter how 
pinball manufacturers are working 
their buns off to release a good 
product. 

Go back in time with me seven 
years, about when I made my entry 
into this fascinating business. 


I bought a mall-located arcade that 
was fully operational and contained 
25 games. Six were pinballs; two 
were air hockey; 15 were video 
electro-mechanical arcade games; 
two were video pieces: aRamtek TV 
Hockey and a Nutting Space 
Computer. (And what happened to 
those two companies in the video 
marketplace?) 

If you've calibrated my debut in a 
time frame, you have figured already 
that I landed smack on the period of 
second generation video games, the 
follow-ups to Pong—and a sorrier 


concentration of games never 
existed. I can vividly remember 
visiting my distributor's warehouse 
and seeing the blank faces of 
hundreds of dead, tired, and hum- 
drum games sitting row after row in 
the gloom, unloved, undisposable. 
But I’m wandering from the subject. 

Back to my original purchase. Air 
Hockey in 1973-74 was still doing 
respectably. It had been, when 
sprung on the game scene, as big a 
sensation as Space Invaders was to 
be seven years later. Did anyone 
then predict table games as the 
death of pinball? 

Of my two video games, neither 
ranked in the top fifteen earners, and 
I was extremely doubtful as to 
whether I would ever again place any 
video pieces in my game room when 
their earnings consistenly fell short 
of the pinballs and such top arcade 
games as Flying Ace, Moto Champ, 
and Ambush Gun. 

Besides my own incontrovertible 
evidence, there were the veteran 
operators who, with one voice, 
maintained, “Pinballs retain their 
value and always make money. The 
other games don’t. You can’t beat 
pinballs.” 


The crowds play all games 

Despite the bleak prospects of 
video pieces in my early experience, | 
(thank God) did not give them the ax 
eternally for | noted one pragmatic 
characteristic. When the arcade was 
really busy, crowded, and people 
were playing everything in sight 
regardless, a poor arcade game took 
in more money in a given time period 
than a first rate pinball. The nature of 
pinball, with replays and_ all, 
precludes it from exceeding certain 
upward monetary limits even if 
played continually. Arcade pieces, 
on the other hand, have much higher 
possible limits. As we all have found 
out. 

I believe this single factor is the 
characteristic that ultimately tipped 
operators toward video equipment 
—the unlimited potential. And once 
the programmed games developed 
“Staying power” which had been a 
pinball advantage, it was no contest. 

In 1973, with six pinballs, If felt that 
any pinball in my arcade that 
collected over $100 in a week was a 
strong earner. 

In 1977, when my arcade featured 
eleven pinballs at times, I still judged 
by the same criteria. 

In 1980-81, my criteria remains at 
the same level, but I have only five 
pinballs. It is only during this past 
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year that I have seen two 
games,Firepower and Black Knight, 
top the $200 per week barrier and 
approach $300. 

It should be noted that during the 
time period, 1973 to’81, the cost of a 
four-player pinball has risen from 
$995 to $2,400.So while the earnings 
of pinballs have remained fairly 
constant, the cost of an individual 
machine has skyrocketed. That’s an 
operator’s bottom-line look if there 
ever was one. 

But back to fads, which, as | 
mentioned, is the name of the game. 

The history of the entertainment 
business is replete with fads. That’s 
why “The Twist” is never twisted 
anymore. That’s why hula-hoops still 
languish in back rooms. That’s why 
disco died. That’s why game piracy 
exists. That’s why the ultimate 
earner is still lurking in the recesses 
of some weird engineer’s mind. 

Check the checkered past of our 
own niche of diversion. One year it’s 
electo-mechanical driving games, 
the next it’s Pong and shooting 
games. Electro-mechanical pinballs 
had their day, and then came the 
video drivers. Hey, remember the 
computer quizzes? Every hotel 
lobby had two. How about the first 
electronic pinball assault launched 


BE 


THE 
IN. AMUSEMENT 


by Bally. For two years there, pinball 
could do no wrong. Then we had the 
mulititude of Sea Wolf type target 
games, the first electronic sound 
pinballs, the “blocking games.” 
Don’t forget when everybody went 
to cocktails. And now we have the 
Space Invaders syndrome, and 
multi-ball and multi-level. And these 
too shall pass. 


Fads will come—and go 

Much flak has been raised about 
the state of the art of the pinball 
business: stale ideas, proliferation of 
models, restrictions of size, etc. 
Some of this is valid, but it is all a 
cloud of vapors as far as our 
customers are concerned. They 
couldn’t care less. Right now the “in” 
thing, the fad, is the video game 
based on skill. And they are going to 
play it until they get sick of it, no 
matter what the pinball manufactur- 
ers do. And they will get sick of it. 
History does repeat itslf. 

It’s been two years plus since 
Space Invaders kicked off the video 
boom. (Perhaps you have forgotten 
the previous two years belonged to 
the electronic pinballs.) Recently, for 
the first time in many moons, | 
brought into my arcade a space 
theme video game that bombed out. 


It was not a bad game. Heck, these 
days, even the bad games are really 
pretty decent. But I’m thinking two 
years is a long time for a fad. Is a 
brick or two falling out of the wall? 

No, pinball is not the force it once 
was in the game business. But maybe 
it has just returned to its natural level 
following the laws of nature and 
economics. For the operators, it is 
still a consistent earner, ever if in 
reduced numbers from its peak of 
three years ago, if one selects 
machines carefully. And at least one 
of the major manufacturers has 
posted some big numbers on the 
board through this so-called drought 
period. 

What will be the next fad game? If] 
knew for sure I’d be buying stock, 
but don’t count ol’ pinball out. 
Suddenly, some feature from the 
past like lighted flags on the 
backglass or moving horses ala 
Hayburners may reappear on a 
pinball, and a new generation of 
players will glance over from the 
video space game they are getting 
bored to death of and say, “Wow, get 
a look at that pinball!” 

And the crowd will move across 
the room and start dropping 
quarters in the newest fad. 

Hayburners II? . 


ASIAN CONNECTION 


MACHINES 


see Next Year's Products Months in Advance with the 
1981 FAR EAST AMUSEMENT MACHINE TOUR 


Visit four shows in the Orient October 5-19 


Amusement Machine Show, Tokyo 

Japan Electronics Show, Osaka 

Korea Electronics Show, Seoul 
Taiwan Electronics Show, Taipei 


i i i <i 
PRICE: (From West Coast) 


Single Occupancy $2290.00 
Double Occupancy $2730.00 


TOUR PROGRAM 
Business briefings by U.S. commercial 
officers and industry leaders. 
Arrangements for individual business 
appointments. 
Facility tours. 
First class hotel accommodations. 
Daily breakfast. 
Daily show transportation. 


Dinners,..cocktails,; city © cultural tours... 
and more! 


For more information, please 
COnLEactE: 

Terry Butler 

Commerce Tours International 
870 Market Street 

Suite 742-744 

San Francisco, CA 94102 
(415)433-3072 
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Technical surprises 


from New Orleans 


3 


spring show 


This year’s Amusement Opera- 
tors Expo showed some interesting 
new surprises in the _ technical 
department. The most outstanding 
were two new speech synthesis 
systems, one from Gremlin and one 
from Gottlieb. The Gottlieb system 
is so revolutionary that it was kept 
under wraps at the show, and | 
wasn’t even allowed to look at it. 

On a personal note, I was more 
than pleased by the positive 
response | received from operators 
who came to visit me at the San 
Diego Arcade School Booth. New 
Orleans was my first trade show as 
an exhibitor, and it gave me a unique 
opportunity to sample a large cross- 
section of operators to find out what 
they need in the way of education 
and training. 


AOE equipment review 


D. Gottlieb and Co. 
Gottlieb showed up in full force at 
the Amusement Operators Expo 
with not one, but three new pieces. A 
new pin named Pink Panther, anew 
talking pin named Mars—god of war 
and Gottlieb’s latest video offering, 
New York! New York! which also 
features speech synthesis. 

The video game uses the same 
coin door as the pingames do, so all 
parts are interchangeable. There are 
no electro-mechanical coin meters on 
New York! New York!, and the coin 
count is displayed on the picture 
tube itself. The coin count is called 
up by pressing a test button on the 
inside of the coin door. There is no 
test for the ROMs or RAMs in the 
system. Booking information is 


By Kandy Fromm 


retained by a non-rechargable 
lithium cell that has expected life of 
approximately four years. 

New York! New York uses an 
entirely new microprocessor system 
based on the 6809 CPU (this is the 
Same microprocessor that’s used in 
Williams’ Defender video). This chip 
features an eight-bit data bus, witha 
sixteen-bit internal architecture that 
makes it one of the most powerful 
and versatile CPU’s around. As 
usual, Gottlieb’s power supply is 
overkill with three hefty bridge 
rectifiers, filter capacitors, series- 
pass regulators, and all of the fuses 
located on an easy to service panel in 
the bottom of the game. There is also 
a service outlet for a soldering iron or 
a piece of test equipment, and a 
heavy-duty AC line filter to reduce 
any chance of problems with elec- 
trical “noise” riding on the power 
line. 

The game uses a Wells-Gardner 
monitor, with a novel new method 
for monitor removal. Removing the 
top two carriage bolts allows the 
monitor to swing down for easy 
servicing. By removing the four 
remaining bolts, the monitor slides 
out on rails as easy as you please. 

The two pins use the standard 
“Star Series 80” system that has 
been used since Spiderman. Mars— 
god of war, however, uses a 
revolutionary new speech system 
that I was unable to take a look at 
during the show. According to 
George Offshack, Gottlieb’s 
technical service manager, the new 
system is so powerful that as little as 
1K byte of memory will provide a 
little over one minute of speech. 


Fantastic! 


US Billiards 

A new video called Quasar was 
displayed by U.S. Billiards. The 
electronics portion for Quasar 
comes from Zaccaria in Italy. The 
cabinet and coin doors are made in 
the U.S.A. by U.S. Billiards. The 
cabinet (which looks a lot like the 
Gremlin cabinet) features a separate 
coin vault below the coin mechanism 
door, and formica sides for 
durability. The coin meter is inside 
the coin vault door. The monitor is a 
Phillips CRT in an _Italian-made 
chassis. The bridge rectifiers, filter 
capacitors, and voltage regulators 
are on a separate printed circuit 
board. This game also features a 
power distribution tray for the power 
transformers, a rotating line voltage 
selection switch, and the power 
supply connectors. 


The Quasar game has a 
microprocessor-controlled sound 
system and operator settings for 
easy, medium, or difficult game play. 
The main printed circuit board is 
mounted in an RF shield, and there is 
a built-in fan that blows across the 
heat sink of the five-volt regulator. 


Gremlin, Inc. 
Gremlin showed its Astro Blaster, 
Pulsar, and Space Firebird video 
games. Also of interest was the 
Gremlin “Mini” cabinet style, which 
features formica sides and aseparate 
coin vault. Operators are probably 
most familiar with the “Mini” cabinet 
as the revolutionary Monaco GP 
Mini, as introduced at the 


‘Mars... uses a memory system that is reportedly so powerful that 
a 1K byte of memory will provide one minute of speech.’ 
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Centurl nas 16 Routes 


Step into your formula car grab the 4-way joystick and 


O ' ’ “ our Mark brace yourself for the chase. 
Get Set select one of the 16 available routes...remember, this is no Sunday drive in the country; 
youre after points. 


GO Youre off...out watch out, enemy chase cars are in hot pursuit...you might be looking for cold cash, but they’re 
looking to knock your lights out. Sons 


Examine the screen (A), select 
Ru fs, O ; & HO a aroute, and drive your formula 
car through one of the open- 


ings. After a momentary pause, a detailed close-up of that route (B) will appear. Quickly choose your targets (you're 
looking for Dollar Marks, Flags and Bells). Be suspicious of Question det Avoid oil and bombs and, of course, enemy 
chase cars. 


Ifyou find yourself in trouble, hit the High Speed button. It will give you acceleration, but consumes fuel. The more fuel 
you save, the more points you get at the end of the game. 


Bonus Flicker Keep asharp eye out for the Bonus Flicker. It means a car mark is somewhere on the screen...clear 
itand you get another car. 


Also Available In 
Cocktail Table Model 


Route 16 cocktail table features attractive top glass graphics and fully 
adjustable table height from sit down to bar height dimensions: 
width 25 inches (65.5 cm) @ length 35% inches 

minimum height 25% in.(64.8 cm) ¢ maximum height 39 in.(99 cm) 


Features Worth Notin 


Bee = ® designed for both right and left handed play 
- eee X = © operator adjustable play pricing 
Ses “y= @newcomplimentary back scenery and exciting game scoring graphics 
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We're Inventing What The Future Will Brin: 


CENTURI, INC. 245 West 74th Place, Hialeah, Fla. 3301: 
~ Phone: 305-558-5200 Telex: 803694 ANSB Centuri Cable: CENTUF 


Amusement Operators Expo last 
year. 

Gremlin has finally done away with 
the coin door that it has used for lo 
these many years, and replaced it 
with a standard Coin Acceptors 
door. After a brief and noble attempt 
to eliminate the coin microswitch 
and the problems associated with it 
(and encountering engineering 
headaches and operator complaints 
that you wouldn’t believe). Gremlin 
has eliminated the optical coin switch 
used on some Digger and Carnival 
games and opted for a plain old run- 
of-the-mill coin microswitch on all of 
its newest releases. 

The Astro Blaster game features 
some fantastic visual effects, and an 
even more fantastic speech 
synthesis system. During the attract 
mode, the game announces in a 
crystal clear voice: “Fighter pilots 
needed in sector wars. Play Astro 
Blaster.” During the game, the voice 
is altered to sound more “computer- 
ish” as it announces various game 
conditions to the player. 

Another unique feature of the 
speech system is an operator 
adjustment to allow the game to 
speak any one of five languages: 
English, French, Spanish, German, 
or Japanese. They are currently 
working on an Italian program, but it 
wasn’t ready at the time of the Expo. 
The Astro Blaster also has anew and 
improved service manual that is 
much more comprehensive than 
previous Gremlin manuals. 


Nintendo 
The Radarscope game is available 


CALL NATIONWIDE 
800-433-2915 


TEXAS: 


800-772-2708 


in three different cabinet styles: an 
upright, a table, and a cockpit. The 
cabinets have a nice formica sides to 
resist vandalism. The game features 
a Sanyo color monitor. The main 
computer system is on four cards in 
a rack mount, with a separate audio 
system. The power supply is a 
conventional series-pass regulator 
system. 


Amusement World 

This game is a full-coloy 
rasterscan version of a popular X-Y 
monitor game that pits a rocketship 
against a swarm of space rocks. The 
cabinet sports formica sides to resist 
vandalism, and a front panel decal 
that extends to within one half inch 
of each side of the panel. (I thought 
surely that this was a mistake, but | 
was informed that the gap was to 
allow cigarettes to be placed on the 
game without damaging the front 
panel decal.) 

The color monitor is made by 
Electrohome, and the logic board is 
made in the United States. The 
board uses an external power 
supply, with the regulator heat sink 
screwed to the side of the cabinet. As 
a service feature, the wire loom has 
been made extra long so that the 
board, power supply, and monitor 
can all be placed on the workbench 
for troubleshooting while in an 
operating condition. Meteors also 
uses a Standard Coin Acceptors coin 
mechanism door. 


Universal USA 
Universal USA, Inc. showed its 


Space Panic video, in both upright 
and table versions. Although the 
pieces at the Expo were of Japanese 
manufacture, the firm has now started 
production at its facility in Santa 
Clara, California. 

From a service standpoint, I was 
favorably impressed with Space 
Panic. Japanese manufacturers 
seem to have a tendency to build 
things from the inside out, making it 
necessary to do a lot of extra 
disassembly to get to a broken unit 
and replace it. I saw none of these 
problems with the Space Panic 
game. The front control panel 
opened easily with latches, much the 
same as Midway uses on its game. 
The joystick and control buttons use 
open-blade switches that are easily 
replaced and/or cleaned, instead of 
expensive micro switches. The lower 
rear panel is removed with a key 
lock, and the upper rear panel is then 
removed with two small locking bars. 
The monitor is mounted vertically, 
with a manually activated degaussing 
coil. (The degaussing coil, or 
demagnetizing coil is used to “purify” 
the color of the picture. If you see 
blotches of color on the display, 
depress and hold the degaussing 
switch for a few seconds and the 
color will be pure again. This switch 
is sometimes labeled “erase’’in 
Japanese games.). The Universal 
cabinet also features a separate coin 
vault below the coin mechanism 
door. 

Primary rectification and filtering 
is performed on a separate printed 
circuit board, with IC voltage 
regulators for the minus-five, and 

[continued on page 42] 


BIG STATE SUPPLY CO. 


OFFERS THESE SPECIALS 
FROM OUR NEW CATALOG: 


VIDEO SECURITY HASPS 


16,” long of 3/16” zinc- 
plated steel 


$6.95 


ASTEROIDS CONTROL PANEL DECAL 
MADE FROM 3-M SCOTCHCAL— EASY TO APPLY $11° ea. 


in lots of 24 
freight prepaid! 


ASTEROIDS MOD KIT BY VIDEOTRONIX —$88° 


1349 E. SEMINARY DRIVE FT. WORTH, TEXAS 76115 
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MUSI 


(pRoG RAMMING 


By Pat Matthews 


A new batch 


of fresh ‘air’ 


Less than a year ago—or was it a 
year?—at any rate, a breath of fresh 
air made its way onto the music 
scene. The group was Air Supply. 
They took America by storm after 
leaving their native Australia which 
had been conquered a lot earlier. 
The debut album spawned three 
consecutive Top 10 hits and now the 
new Ip has arrived and is ready to 
follow suit. Ready? It’s time to stock 
up on a fresh batch of Air Supply. 


Breathe in deeply and enjoy. 
THE ONE THAT YOU LOVE— 
Air Supply—Arista/AS 0604 

From Down Under to on top, 
Graham Russell and Air Supply are 
back. The best part is that they’ve 
not missed a romantic step since 
they first sent their love melodies to 
the States. Fully orchestrated and 
led by piano and mellotron, this 
ballad is strengthened by Russell’s 
lead vocals and the soaring har- 


Air Supply from Down Under 


monies of the group. It’s headed 
straight for Number One: 10 out of 
10—bet the house. 
MODERN GIRL—Sheena Easton 
—EMI America/8080 

The first one, “Morning Train (9 
to 5),” was a Number One record 
and that’s impetus enough to propel 
this one. It has already gotten some 
early radio action, and that helps, 
too. In the just-mentioned first hit 
from this Scottish lass, her “guy” 
took the train and it was asong about 
him going to work, etc. This time the 
train is on the other track, so to 
speak. The song is about the airl. 
How ’bout that? It has that 
danceable beat as in the first one, yet 
unlike the Motown sound of 
“Morning Train,” this one is more 
like shades of Andy Kim. Notwith- 
standing the foregoing, | give it 10 out 
of 10! 
I CAN TAKE CARE OF MYSELF 
—Billy & The Beaters—ALF/7002 

New label. New group? Well, 
maybe. Billy is none other than Billy 
Vera. In case you don’t remember 
him, he wrote and had a hit in the mid 
60s in “With Pen In Hand”—that 
tear jerker about a guy who leaves 
his wife and the kids. Well, this time 
he put his pen in his hand and wrote a 
gritty rocker about romantic 


independence, which is carried 
through by some nice sax work. It 
was also recorded live at the Roxy in 
L.A., but there’s no hint of it until the 
end. Nice record: 8 out of 10 or 
more. 


WHISKEY CHASIN’— Joe Stamp- 


ley—Epic/19-02097 

Joe’s been around a while and 
this year he was recognized at the 
recent Country Music Awards. This 
One is a natural hit. It’s asong about 
lamenting over love over a drink at 
the bar. The song on the jukebox 
he’s singing about could very well be 
this one. Give it a 10 out of 10, 
Country and have another round. 
ARC OF A DIVER—Steve 
Winwood-Island/49726 

The first hit (“While You See A 
Chance”) may have been a surprise, 
but when it caught on it took off 
immediately. This one is a little 
funkier than the comeback single, 
but it is just as catchy. Winwood 
always sang rather “soulful” 
sounding songs when the Blind Faith 
and the Spencer Davis Group, and 
this one proves that he still can. The 
synthesizer, once again, carries the 
song. Should do well—9 out of 10 or 
better. 
YOU MAKE MY DREAMS-Dary]l 
Hall & John Oates-RCA/JH 12217 


Talk about your surprise hits, 
“Kiss On My List” was it! Great 
song, but I thought it was maybe too 
sophistcated and “clean” for today’s 
record buyer. Now, with that 
success and the much deserved 
mucho sales on the “Voices” album, 
this more down to earth, gutsy 
rocker should zoom up the chars. It 
has every hook imaginable and is a 
great one for the Summer: 9 out of 10 
or more. 

GOTTA GET AWAY-—Randy 
Meisner-Epic/ 1902059 

A little more acoustic, this third 
single from the “One More Song” Ip 
is Once again country flavored. The 
strong point of the tune is the melody 
which is handled exceptionally well 
by the rock tinged vocals of Meisner. 
Randy takes a nice electric guitar 
ride in the Middle eight, but other 
than that it’s acoustically beautiful. 
Nice piano, too; 10 out of 10 on best 
chart. 


The records are rated as follows: 
10 out of 10 — Top Ten peak; 9 out of 
10 — Top 20 peak; 8 out of 10 — Top 
30 peak; 7 out of 10 — Top 40 peak; 5 
or 6 out of 10 — somewhere in Top 
100; 4 or less — forget it, loser, break 
in half. @ 


Current Top Pop 


KISS ON MY LIST—Daryl Hall and John Oates—RCA 
AMERICA—Neil Diamond—Capitol 

JUST THE TWO OF US—Grover Washington Jr.— Elektra 
MORNING TRAIN (9-To-5)—Sheena Easton— EMI America 

AT NO CORRIDA—Quincy Jones—A & M 

SUKIYAKI—A Taste of Honey—Capitol 

ANGEL OF THE MORNING—Juice Newton—Capitol 

WHAT ARE WE DOING IN LOVE—Dottie West—Liberty 

TOO MUCH TIME ON MY HANDS—Styx—A & M 

A WOMAN NEEDS LOVE (JUST LIKE YOU DO)—Ray Parker, Jr. 


& Raydio—Arista 


BETTE DAVIS EYES—Kim Carnes—EMI America*** 
HER TOWN TOO—James Taylor & J.D. Souther—Columbia 
LOVE YOU LIKE I NEVER LOVED BEFORE—John O’Banion— 


Elektra 


I LOVE YOU—Climax Blues Bank—Warner Brothers 
BEING WITH YOU—Smokey Robinson—Tamla 
HOW ’BOUT US—Champaign—Columbia 
WATCHING THE WHEELS—John Lennon—Geffen*** 
JUST BETWEEN YOU AND ME—Aprilwine—Capitol 
THIS LITTLE GIRL —EMI America*** 

I CAN'T STAND IT—Eric Clapton—RSO*** 

FIND YOUR WAY BACK~—Jefferson Starship—Grunt 
YOU BETTER YOU BET—Who—Wearner Brothers 
LIVING INSIDE MYSELF—Gino Vannelli—Arista 

I MISSED AGAIN—Phil Collins—Atlantic 

***denotes records reviewed previously by PLAY METER 
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ADMA taps 
exec. director 


Paul Huebsch has been appointed 
executive director of ADMA, the 
Amusement Devices Manufacturers 
Association. He was formerly 
general manager of Atlas Music 
Company, Chicago. | 
Prior to that, 
Huebsch was 
general sales 
manager of Rowe 
organization for 
18 years. Huebsch 
got his start in 
the coin machine 
industry in 1950 
with the J. H. 
Keeny Company, 3a 
one of the pioneer aie 
manufacturers in Huebsch 
in the coin machine industry. 

Joe Robbins, president of ADMA, 
said that Huebsch’s overall 
experience would help implement 
establishing ADMA as a useful 
agency to further all segments of the 
coin-operated amusement business. 

Huebsch and his wife, Rosemary, 
reside in Deerfield, Illinois, and their 
daughter, Pat Huff, is affiliated with 
Associated Leisure, a leading 
distributor of coin machines in 
London, England. 


PLAY METER 
CALENDAR 


June 4-7 
Music Operators of Texas, annual 
meeting, Houston 


June 5-6 
Wisconsin Music Merchants Asso- 
ciation annual convention, Holiday 
Acres, Rhinelander 


June 11-13 
Illinois Coin Machine Operators 
Association, annual meeting, 
Lincolnshire Marriott, Lincolnshire 


July 24-25 
Montana Coin Machine Operators 
Association, annual convention, 
Village Red Lion Motor Inn, Missoula 


July 24-26 
Amusement & Music Operators of 
Tennessee, annual convention, 
Hyatt Regency, Nashville 


September 11-13 
North Carolina and South Carolina 
coin operators associations’ 
combined annual convention, 
Carolina Inn, Columbia 
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plus-twelve-volt power supplies. The 
plus-five-volt regulator is a “series- 
pass” circuit, and the power trans- 
former is in a cage so that loose coins 
and screws cannot find their way 
across the terminals, shorting them 
out. 

The microprocessor system is 
Z-80 based, and the board is 
mounted in a sealed RF cage. 
Universal uses a 56-pin edge 
connector that is standard for all of 
their own boards, but different from 
the 44-pin, .156 spacing connector 
that most other game manufacturers 
use (Galaxian, Pac-Man, Asteroids, 
etc.). 

In the cocktail version, the printed 
circuit board is mounted to the rear 
panel of the table, which flips open 
for easy access to the board for 
servicing. Unlike most Japanese 
cocktail tables, the Universal table 
hinges from the side instead of the 
from the back. All of the operator 
options settings are placarded on the 
inside of the game, for easy reference 
when the operator wants to change 
the settings. Monitor adjustments 
are easily accessible from the top 
when the lid is raised. 

Service information is available 
directly from Universal USA, Inc., 
but all service and parts will be 
handled through its distributor 
network. 


Cinematronics 


As expected, Cinematronics 
showed up with its smash hit, Star 
Castle. There’s not much ! can say 
about this game, since it’s technically 
the same as all Cinematronics games 
since Space Wars. 

There are now Level III revision 
ROMs available for Star Castle that 
make the game play much more 
difficult. If you have “all day suckers” 
that play forever on asingle coin, you 
should definitely consider getting a 
set of these ROMs from your 
Cinematronics distributor. 


International Totalizing Systems 

Many operators stopped by to find 
out what the “black boxes” were all 
about at the International Totalizing 
booth. This unique new coin count- 
ing system can be just the ticket for 
some operators who have cash 
control problems. 

A “black box” is installed in each 
machine. The box counts every coin 
that goes into the cashbox and hold 
the count for the collector when he 
comes to remove the coins from the 
machine. Instead of taking a meter 
reading in the conventional manner, 
however, the collector simply holds a 


hand-held “Interrogator” unit up to: 
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Show goers give play to Gremlin’s games Astro Blaster and Pulsar which featured 
some new play effects. 


Peter Lillios shows off International Totalizer’s “The Interrogator to operators at 
the AOE Show. It could be just the ticket for cash control problems. 


Pannen, 
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Universal’s sitdowns and uprights get the attention of AOE crowds— and 
Play Meter’s tech writer Fromm who says the firm’s game are being Americanized. 
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‘A telephone connection feature of the Interrogator is one of special interest to 
arcade chains that require central reporting of collections.’ 
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the optical readout of the totalizer in 
the game. The Interrogator prints 
two receipts: one for the location and 
one for the operator. The collector 
then returns with all of the coins, and 
the operator sends the location a 
check for his share of the collection. 
The receipt even includes the 
machine’s serial number (or 
property ID number), and the date 
and time of the collection. 

Also shown was a system that 
allowed a telephone connection from 
an Interrogator box that does not 
display any information, inputting to 
a computer at another location. This 
feature is of special interest to arcade 
chains that require central reporting 
of collections, as it can eliminate 
tiresome and error-prone loading of 
collection information from hand- 
written sheets of paper to the 
bookkeeping computer 


Kurz Kasch 


Kurz Kasch made a strong showing 
with its logic probes and Signature 
Analysis system. In fact, many 
operators attended the four-part 


LONG ISLAND’S 
ONLY FULL-LINE AND 


FULL-SERVICE 


DISTRIBUTORSHIP 
BELAM DISTRIBUTING 


A division of the R. H. Belam Co. 


e Hottest new games 
e Complete parts department 
e Excellent service department 


Signature Analysis seminar pre- 
sented by Kurz Kasch’s Jim Sneed 
at the AOE. 

For those of you who are 
unfamiliar with Signature Analysis, it 
is a process that condenses lengthy 
“bit streams” into a readout of 
combinations of numbers and 
letters. By comparing the signature 
of the bad board to a known good 
system, logical deductions can be 
made about the failure, and the 
defective integrated circuit can be 
pinpointed. 

The Kurz Kasch logic probes have 
been somewhat of a standard in our 
industry since around 1976 if I’m not 
mistaken. The current stable of 
probes reflects the advancing 
technology that is so representative 
of today’s electonics industry. The 
700 Series probes are fully useable to 
100 megahertz, and the LP-450 is 
useable to 50 megahertz. Kurz 
Kasch also has a pulser probe, the 
HL-480 Universal pulser probe. 


Artic International 
Switched regulator power supplies 


Tt 


i\\Ace Amusement Mac 


were shown by Artic International. 
The switched regulators supplies 
come in a variety of voltages and 
currents as outputs. The supplies 
are extremely light because they do 
not require the use of a power 
transformer. (A complete descrip- 
tion of switching regulator power 
supplies is in the works as a 
Technical Topics feature in the 
coming months.) Also shown were 
four- and eight-way joystick controls, 
and color monitors. Although they 
were primarily shown for the benefit 
of small game manufacturers, in that 
Artic was showing manufacturing 
sub-assemblies, the parts can be 
purchased by operators looking for 
replacement parts for their imported 
games as well. 

Of special interest to operators 
was the Artic International Galaxian 
Speed-up Kit”. This kit consists of a 
new ROM package that plugs into 
the sockets where the existing 
program ROMS are now. The new 
program speeds up the play and 
increases the number of attacking 
ships. 


Just over the city line in Nassau County — 
a short drive from the Long Island Expressway. 


BELAM DISTRIBUTING 


1 Delaware Drive, Lake Success, NY 11040 
(516) 488-5600 


“It’s the newest thing in pinball— 
It flashes an instant-replay on that TV screen 
every time a good play is made!”’ 
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. DECO CASSETTE SYSTEM'® 
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YOUR BATTLE IN THE ASTRO ZONE 
COMES TO AN EXCITING CLIMAX 
WHEN THE GIANT “ASTROGON 
“APPEARS. ; : 
YQU NEED SIX ““DIRECT HITS” 
TO\DESTROY ASTROGON AND 

kk FUEL 1S RUNNING OUT. © 

17 OUT .ASTROGON IS TERRIBLE! 
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HOW TO PLAY ““ASTRO FANTASIA’ 

,% 1,. Insert coin($) and push 1 or 2 player ‘bufton to start. 

2. Use the lever to move your spaceship _ up: down or 
across screen. Se : 
Push the_button.-to fire. Ras yo 

_ Yor missiles havVe-alimited range,and you must. /move 
your.spaceship forward to hit thoSe aliens faf out® | 
space. You can fire a salvo of four missiles in cuedeacen 
Watch your fuel. You must destroy astrogon before you 

’ can refuel. 
rN 5. After you have destroyed 42 
daddy dA aliens astrogen appears and 
wre ee awe* moves across and up and down 
screen in its deadlyeattack. -—*— 
- Youmust™ DIRECT HIP” astfo- 
gons green-centre column five LS 
times betere you have a “lcall 
-shot_at itse brain: alt 
The sixth YOIRECT HITE will 
~enter the. brain and explode thes 
éreature. Now yod-can’ r étye 
and ‘begin the, syext pattern aa 


a DATA EAST CORPORATION CONTACT YOUR 


Tosmimaku Tokyo "171 Telex J2G4SB DATAEAST DISTRIBUTOR OR 
fa DATA EAST INC. CALL DATA EAST 


470 Giann: Street, Santa Clara CA 935050 U.S.A 
Se Telephone (408)727-4a90 


Meigs Weis SAtAehet Sims 800/538-5129 


IN VIDEO GAMES 


NOW SHIPPING 
DECO Cassette System 


1, HIGH CASA RETURNS ASSURED 


You can be sure of top returns. Now keeping up 
with the winning games is simple—and cheap. 


2, NO EXPENSIVE REPLACEMENTS. 


Once a game loses its popularity, there is no need to replace 
expensive cabinet units. DECO CASSETTE tapes will bring anew game 
within minutes. 


3. AMPLE SUPPLY OF NEW GAMES 


We can supply over 10 DECO original games a year and under license, 
supply the popular games of other major Japanese makers in tape 
cassettes too. 


4, EASY TO CHANGE 


Simply change the cassettes and key modules. 


5, ANY GAME CAN BE TAPED 


The cabinet assembly contains a highly efficient microprocessor that 
can assimilate any game. 


6, RELIABILITY IS OUR RESPONSIBILITY. 


As the cabinet assembly and cassette structure will remain the same 
over a long period, maintenance procedures are simplified, and 
quality of product is assured. 


change cassettes. set key module. replace explanation panel. 


CALL YOUR NEAREST DISTRIBUTOR 
OR CONTACT DATA EAST INC. 
TOLL-FREE No. 800/538-5129 


COPYRIGHT 1980 BY DATA EAST INC ALL RIGHTS RESERVED 


CHANGE GAME CASSETTE SIMPLY 


REVOLUTION | 


fit the joy stick movement stopper, 
suitable for the game. 


DATA EAST INC. 


470 Gianni Street, Santa Clara 
CA 95050 U.S.A. 

Telephone: (408)727-4490 
Telex: 172163 DATAEAST SNTA 


FRANK’S 


CRANKS 


By Frank Seninsky 


What are back-door locks 
for, anyway? 


There are so many games coming 
out on the market so fast, that I 
couldn’t possibly cover them all. 
(Writing this column is just a hobby; 
after all, ] do have another job). What 
I’ll try to do is focus on a few games 
each month, rate them on a1 to 10 
scale, and try to pick on aspects that 
need improvements, not just on the 
game being reviewed, but as applied 
to coin-op games in general. 


ASTRO BLASTER/Gremlin-Sega 

A great deal of thought has gone 
into the: electrical design of Astro 
Blaster. The new G-80 system 
makes it simpler for the operator to 
determine which board or even 
which component has failed. Each of 
the five boards in this game has a 
different and separate function so a 
problem can be isolated to one 
board. The ROM capability of the 
system has been vastly increased. It 
is also the first Gremlin game that 
uses speech synthesis. 

The “stripped down” model Coin 
Acceptor coin door has been used. 
By “strippped down,” I mean the 
regular options a manufacturer can 
put on acoin door are not present— 
coin entrance lights, slam switch, 
back door key hook. Plastic coin 
return flaps are still utilized which are 
easily broken by pushing them in 
with your thumb. 

An interesting improvement has 
been made to the cashbox design. 
The cover is hinged across its entire 
length in the front and folds over a 
flat metal bracket which holds the 


Seninsky ponders coin-op games. 


cashbox in place. The cash bin is 
placed under this metal cover in a 
wooden enclosed box. The cover 
cannot slide in any direction, and this 
eliminates the cover from ever being 
the cause of a “coin jam-up.” The 
cashbox is separated from the back 
section of the game by two pieces of 
plywood. Only about 1% inches of 
space along the width of the cabinet 
is present. This is not wide enough 
for a hand to fit through attempting 
to get to the cashbox from the back, 
but large enough for coins to get 
through. However, since the 
cashbox cover can’t slide, very few 


coins, if any, will not make it into the 
cashbox. I’ll rate the cashbox design 
an 8 out of 10 as far as security is 
concerned. 

The front panel control is made up 
of six buttons with gold leaf switches 
under each button. There are few 
problems with this type of control 
panel. The only negative aspect of 
the panel is that it is held in place by 
three bolts with wing nuts, washers, 
and lock washers. To remove the 
panel took me almost one minute, 
being careful not to drop the small 
washers and lockwashers. To 
replace the panel took me five 
minutes (two minutes were spent 
looking for the small lockwasher that 
I dropped and couldn’t find). So | 
didn’t put one lockwasher on. But 
odds are that the next “mechanic” to 
remove the panel will also lose a 
lockwasher or fail to put it on. Soon 
after, the wing nuts will loosen up 
and someone will surely walk off with 
the entire control panel. Then we will 
have to buy another one. Seriously, 
latches are a must for control panels. 
I give this control a5 out of 10. Better 
luck next time. 

The monitor has been tilted back 
and is easy to troubleshoot from the 
back of the cabinet. To clean the 
dust off the monitor screen, six 
phillips screws must be removed 
from the outside of the back of the 
cabinet. Once this wooden panel has 
been removed, the bottom back 
door just falls off. This is a poor 
cabinet design. What is a back door 
lock for? I’m hoping that someday all 
manufacturers will put strong 
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An interesting improvement has been made to the cash box design... 
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The decorative marquee has often been stolen from our game 
for a souvenir of Gremlin/Sega’s Astro Blaster. 


TT 


latches inside the cabinet to hold on 
the back door. 

The marquee (top front plastic 
with the name of the game on it) can 
be easily pried off or punched in. It 
can.be easily removed by taking out 
just three phillips screws from the 
the front. It is amazing how many of 
these have been stolen as souvenirs 
or decorations. The marquee should 
also be latched from inside and 
braced in the back to reduce the 
chances of being punched and 
broken. 

The speaker is placed in a good 
location under the marquee above 
the screen. The speaker cover is 
sturdy and there shouldn’t be many 
problems with having this cover 
broken. 

The five circuit boards mentioned 
above (CPU, Speech, Sound, Video 
and E—Prom) plug into a mother 
board and are all housed in a card 
cage. A fan has been attached to the 
cage to keep air circulation across 
the boards. This will greatly reduce 
heat build-up and component 


thermal failures. The mother board 
has been “crossed wired” to allow for 
the boards to be placed in any order. 
This feature should help reduce a 
‘disasters’ made by a careless 
mechanic. 

Excluding the monitor, there are 
five fuses in Astro Blaster that 
should be checked first, if a problem 
arises. Four fuses are located on the 
Power Supply PC Board and one is 
on the AC Junction Box located 
under and part of the back door 
safety interlock switch. Don’t forget 
to check this fuse if no power is 
present in the game, the game is one 
and the plug and outlet are known to 
be good. 

The power supply is located ona 
shelf about one foot from the floor of 
the cabinet, to the left of the fan and 
card cage. This supply is easy to 
work on inside the game and has 
adjustments for the +5 volts and -12 
volt sections. 

The front of the cabinet has been 
painted black for a height of about 
one foot from the bottom. The sides 


and remaining area of the front have 
a wood grain formica overlay. The 
cabinet is simple, attractive, and 
easy to keep clean. Scuff marks 
won’t show up easily on the black 
section. For over-all cabinet design | 
give Astro Blaster a 6. 

Many self test features have been 
developed. As an example there is a 
CPU RAM Test. A red LED called 
the “Halt Light”, located behind the 
self test switch in the back of the card 
cage, will come on and remain lit if a 
problem develops in the CPU Board. 
For the Video RAM Test, the Halt 
Light will come on and flash if a 
problem occurs in the Video Board. 
The other self tests include and 
Imput Test, Coin Test, E—Prom 
Test, Screen Test, and Sound Test. 

I felt these tests were excellent but 
I object to the self test switch being in 
the back of the machine. It would 
have been more practical to have it 
located near the front coin door 
area. 

Overall Astro Blaster receives a7, 
which is a satisfactory grade. 
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TOKENS e TOKENS e TOKENS 


(STOCK AND CUSTOM) 


FOR ALL MAKES OF GAMES, 


TURNSTILES & VENDING MACHINES 


PRIZE REDEMPTION & TRADE CHECKS 


CASINO SLOT & GAMING COINS 


Phone or write for catalog & samples 


VAN BROOK OF LEXINGTON, INC. 
P.O. BOX 5044, LEXINGTON, KY. 40555 


(606) 255-5990 
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pondence course for electronics, 


-operated amusement industry. This course is copyrighted and owned 
, Ohio and its reprinting is being sponsored jointly by Kurz Kasch and Play 


DIGITAL CIRCUIT 
DESIGN COURSE 


Editor’s Note: This material is a serialization of the Kurz Kasch corres 


designed specifically for the coin 
by Kurz Kasch of Dayton 
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Meter magazine. This material is authorized for publication exclusively in Play Meter magazine. 
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Lesson Eleven: 


Bi-Stable Flip-Flops 


This lesson describes to the student 
the procedure for designing bi-stable 
flip-flops. Also covered are differen- 
tiation networks and commutating 
Capacitors. 


A bi-stable flip-flop is a circuit 
which has two stable states, hence 
the prefix b/. The circuit will remainin 
a stable state until triggered into a 
second stable state. It will remain in 
the second stable state until a trigger 
from the same source returns the 
circuit to the first stable state. 

The circuit shown in figure 11-1isa 
bi-stable flip-flop. Notice that the 
Circuit is basically two cross-coupled 
inverters; or the circuit may be looked 
on as an S/R flip-flop minus the input 
transistors [Q1 and Q4 in Lesson 10, 
figure 10-3, in PLAY METER, June 1 
issue. ] 

Bi-stable flip-flops are sometimes 
referred to as binaries or compli- 
menting flip-flops. They are 
principally used in counting circuits 
and divide-byes. 


Differentiator Networks: 

Step voltages and pulses can be 
considered as having two com- 
ponents: a high frequency compon- 
ent and a DC component. The input 
waveform in figure 11-2 illustrates 
this point. Notice that for all times tis 
less than 0, the waveform is at the DC 
level 0, and at t=0 the step occurs. The 
step will behave as a high frequency 
since it occurs at an arbitrary short 
period of time. At 0 is Jess than t less 
than tp the waveform is at the DC level 
+V. At time tp the waveform will again 
behave as a high frequency except 
that it is a negative going step. 

The circuit shown in figure 11-2 is 
an RC high pass filter which will serve 
as a means to differentiate the high 
frequency from the DC. The 
Capacitor C will appear as an open 
circuit to the DC component and will 
offer a low impedance, if any, to the 
high frequency component. 

The output waveform from the 
network is also shown in figure 11-2. 
Notice that the circuit has differenti- 
ated the positive and negative going 
steps from the DC. 

An ideal network would producea 
spike at the output of amplitude V and 
of zero time duration. However, from 
elementary considerations, the 
response of the network is exponen- 


-Vcc 


-Vcc 


Output 
Q1 


+VBB 


Fig. 11-1: A bi-stable flip-flop which 
consists of two cross-coupled 
inverters. There are two inputs, Q and 
not-Q, associated with each inverter. 


+VBB 


Output 
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Fig. 11-2: A high pass filter used as a 
differentiator circuit. The input and 
output waveforms are shown. 


tial, with a time constant RxC. The 
relationship of the ideal to the 
practical is illustrated in figure 11-3. 

Also shown in the figure is the 
relationship of the input and output 
waveforms. Notice that the output 
has completed more than 99% of its 
total in five time constants. By 
comparing the two waveforms, a 
general rule can be established; that 
is, when the input is a pulse, 
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Power-Up Your Arcade 


“the KASCO way!” 
NINJA GUN 


a real shooting game for your 
players. They defend against 
Ninja fighters in a spectacular 
day/night setting. 


THE DRIVER 


the thrilling car action of 
magnificent arcade 
attraction is better than 
ever! Latest Mark II is 
now available! 


representing KASCO in the U.S. and 
| selected foreign markets 


COMPU-GAMES, INC. 


Sunset Blvd., Los Angeles, CA 90069 


213/278-7090 
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The ideal waveform 


Input waveform 


tp(min) 


The practical waveform 


Fig. 11-3: A comparison of the input and output waveforms of a differentiator 
network. Also, a comparison of the ideal and practical waveforms is given. 


Commutating Capacitors: 

A bi-stable flip-flop will remain in 
a state until “triggered” by a signal 
from an external source. There are 
many applications in which it is 
desirable to have a change of state 
occur as soon after the trigger as 
possible. Transition time, being 
defined as the time required to 
transfer the on state from one 
transistor to another, can be reduced 
by adding capacitors in parallel to the 
base resistors of each transistor. 
Because these capacitors assist in 
the transition, they are termed 
commutating or speed-up Capacitors. 

As the on transistor of the flip-flop 
is driven off by the trigger, a step 
voltage of the proper polarity is com- 
muted to the base of the off transistor, 
turning it on. The capacitor will offer 
hardly any impedance to the leading 
edge of astep waveform. Since calcu- 
lations to determine the value of Care 
quite rigorous and because they 
include the input and output charac- 
teristics of the transistors, they be- 
come somewhat inaccurate. It is best 
to find C experimentally. In practice, 
the value of C will generally range 
from tens to thousands of pico-farads. 

The circuit in figure 11-4 is a bi- 
stable with differentiation networks 
on the inputs to develop trigger 
spikes and speed-up capacitors to 
decrease the transition time. The 
diodes D1 and D2 will be described in 
the following paragraph. 


Circuit Operation: 
For descriptive purposes we will 
assume transistor Q1 is saturated and 
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transistor Q2 is cutoff. The Q output 
is, therefore, at a logic 0 and not-Q is 
at a logic 1. This operating condition 
is illustrated in the waveforms of 
figure 11-5 for times when t is less 
than 0. At time t=0 the input makes a 
transition from -V to 0. The input step 
is transmitted through capacitors C 
and C’ as a positive going spike. The 
base of Q1 is at VBE(sat) and is, there- 
fore, negative and the base Q2 is at 
=VB. When the positive going spike is 
applied to the adodes of the diodes, 
D1 forward biases [refer to figure 11- 
6]. The positive going spike is applied 
to transistor Q1 through D1, turning it 
off. The collector of Q1 then raises to 
-Vcc and the leading edge of this 
waveform is transmitted through 
commutating capacitor (Cc) to the 
base of Q2, turning it on. When Q2 
saturates, the base of Q1 is reverse 
biased, holding the transistor in 
cutoff. At time tp the input makes a 
transition from 0 to -V. The input step 
is transmitted through capacitors C 
and C’ as a negative going spike. A 
negative going spike reverse biases 
both diodes D1 and D2. The diodes, 
being reverse biased, prevent the 
negative going spikes from influenc- 
ing the state of the flip-flop. 


Should a positive going step be 
applied to the input, while the flip- 
flop is in this state, i.e., Q1 off and Q2 
on, the positive going step would be 
applied to Q2 via diode D2. The 
purpose of the diodes is then to steer 
the trigger pulse to the on transistor. 
These diodes are very appropriately 
termed steering diodes. 


Design procedure 
STEP 1: Design an inverter as 


-Vcc -Vcc 
O O 


Fig. 11-4: A bi-stable flip-flop with a 
differentiator network connected to the 
input and commutating capacitors 
across the base resistors. 


Input pulse 


A and A’ 
fig. 11-6 


Hy ee eh 
Collector 
Q1 
0 Se eee 


Base 


Qe 


t+ —— — 
Collector 
Qe 
0 


Fig. 11-5: Acomparison of the input and 
output waveforms associated with a bi- 
Stable flip-flop. The horizontal axis 
represents the time relationships of the 
waveforms. 


Fig. 11-6: A differentiator network and 
the polarities associated with each 
steering diode and transistor base. The 
left diode will conduct during the 
positive going transition of the input 
waveform. 
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outlined in Lesson Four. 


step 2: Determine the time constant 
(T) for the differentiator network. 


t= RX Oo 


where 


RxCs 


alo” 


and tp is the input pulse width. 


step 3: Establish the value of 
cummutating capacitor (Cc). 


50 pfd < Cc < .01 mfd 


Since the text has established that the 
value of commutating capacitor will 
be found experimentally, the above is 
given as the typical range in value. It 
is best to use a small value in circuits 
involving fast pulse rates. The 
capacitors must charge up to the 
voltage across RB when the flip-flop 
is ina stable state. This charging time 
is termed settling time. 


Design Example: 

Design a bi-stable flip-flop having 
an Rc of 150 omega (use the circuit 
configuration of figure 11-4). Use a 
germanium transistor type 2N404. 
Make Vcc = -6V and VBB = +3V. 


STEP 1: Design an inverter as 
outlined in Lesson Four and cross- 
couple as shown in figure 11-4. 


STEP 2: Determine the time constant 
(T) for the differentiator network. 


RxC=T 
100K x .001 mfd = 10-* sec 


Since a value of tp was not specified, 
an Rof 100K and a C of .001 mfd have 
been selected. These values will yield 
a maximum tp of 500 microseconds. 


STEP 3: Establish the value of 
commutating capacitor (Cc). 


50 pfd < Cc < .01 mfd 


Use .001 mfd. 


End of Lesson Eleven. 


a, 


22 _____ 


PROGRAMMED TEST/11 


Instructions: The test is programmed: 
again, start at block 1 and follow the 
numbered instruction associated with 
your answer. Complete your work in the 
appropriate space, then proceed. 


7 


A bistable flip-flop has 
stable states. 
a. Two 
b Four 


GO TO BLOCK 11 
GO TO BLOCK 20 


2 YOU ARE INCORRECT! 
Refer to the text and return to BLOCK 21. 
3 YOU ARE CORRECT! 


The capacitor has completed more than 
99 % of its total discharge in 
time constants. 
a. 5 GO TO BLOCK 13 
b2 GO TO BLOCK 23 


4 YOU ARE CORRECT! 


Make up a bi-stable flip-flop using the 
inverter of the test for Lesson 4. The 
circuit will be triggered by a pulse of 10 
milliseconds duration (tp = 10). 

What is the maximum for the 
differentiator network? 


T= 
GO TO BLOCK 5 


10ms _ 2ms 
5 


T max = 


Did you get the same result? If not, do not 
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go on but check. 
What is C if R = 100K? 


C= 
GO TO BLOCK 14 


6 


The calculations for finding the value of 
speedup capacitor are quite lengthy. 
Many times it is easier and quicker to find 
the value in the lab. 

RETURN TO BLOCK 14 


11YOU ARE CORRECT! 


A differentiator network is basically a_— 


a. High pass RC filter 

GO TO BLOCK 21 
b. High frequency source 

GO TO BLOCK 19 


12YOU ARE CORRECT! 


When a pulse is applied to a differentiator 
network, 

spikes will be generated. 

4 GO TO BLOCK 3 
4 GO TO BLOCK 22 


a. 
b. 


13YOU ARE CORRECT! 


A capacitor connected in parallel to RBis 
called a eee 
capacitor. 
a. Speed-up 
GO TO BLOCK 4 
b. Transition 
GO TO BLOCK 24 


14 
Oe 2ms 
100K 


= 0.02mfd 


Did you get the same result? If not, do not 


go on but check. 
The value of commutating capacitor can 
easily be found 
a. Experimentally 

GO TO BLOCK 25 
b. Mathematically 

GO TO BLOCK 6 

19 YOU ARE INCORRECT! 


Refer to the text and return to BLOCK 17. 


20YOU ARE INCORRECT! 


Refer to the text and return to BLOCK 117. 
21 YOU ARE CORRECT! 


The purpose of a differentiator in 
conjunction with a bi-stable flip-flop is to 
Oenerate.4 
SO ee INO CIFCUIL 
a. spike, trigger 
* GO TO BLOCK 12 
b. pulse, reset 
GO TO BLOCK 2 


22 YOU ARE INCORRECT! 

Refer to the text and return to BLOCK 12. 
23 YOU ARE INCORRECT! 

Refer to the text and return to BLOCK 3. 
24 YOU ARE INCORRECT! 

Refer to the text and return to BLOCK 13 
25 YOU ARE CORRECT 


You have completed the test for Lesson 
ie 
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BREADBOARD/Lesson 11 


Bi-Stable Flip-Flop Design 


1. “Wire up” the circuit in figure 
7 on the breadboard. Before 
applying power, set S1 in the low 
(L) position. 

NOTE: in the circuit of figure 1, 
inverters Q1 and Q2 have been added 
to drive the lamps. Since lamps have a 
very low resistance when cold (unlit) 
and a higher resistance when hot (lit), 
the circuit may not trigger ifthe lamps 
are in the collectors of the flip-flops. 


2. Apply power, both -6V and 
+3V. 


3. One lamp is lit and one lamp 
is off. 

When power is first applied to 
the circuit, the transistor with the 
highest gain will saturate and 
cutoff the other. 


4. Set switch S1 to the high (H) 
position. 

The flip-flop does not change 
state. When S1 was changed from 
the low to the high position, a 
negative going spike was devel- 
oped. The diodes, D1 and D2, both 
block a negative going spike. 


5. Set S1 to the low (L) position. 
The flip-flop changes state. When 
Si went from the high to the low 


state, a positive going spike was 
developed, and it was “steered” 
by either D1 or D2 to the “on” 
transistor. 


6. Alternately switch S1 from the 
low to the high position. The flip- 
flop changes state each time the 


-6V —6V 
* O 


=) 1509 150K 001 


2.7K 


NY) 
3 


16K 


Inverter 


IN270 


F lip-F lop 


switch goes from the high to the 
low position. 


7. Aninteresting observation by 
oscilloscope (if one is available) 
is to disconnect the diodes, D1 
and D2, and observe the wave- 
form across the 100 K transistor. 


-6V —6V 
O C) 
001 150K 1500(C 
2.7K 
IN270%D2 <4 Q4 4 


16K 16K 


Inverter 


Fig. 1 


Troubleshooting Rowe jukeboxes: 


R84/85 optical switch false play 


It has been found that improper 
adjustment of the optical switch on 
Rowe’s R84/85 mechanisms may 
result in incorrect selections being 
played, e.g. record 160 being 
selected resulting in 159 or 161 being 
played. 

To improve accuracy, a revised 
method of adjusting the optical 
switch assembly has been received 
from Rowe Ami which should be 
adopted by your technical staff: 

1—Release magazine detent level 
from detent wheel and rotate record 
magazine until selection 99 is at top 
centre. Engage the detent lever, 
locking the magazine in place. 
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2—Loosen optical switch bracket 
mounting screw and move bracket 
to the most downward (clockwise) 
position. 

3—Rotate record magazine 
counter-clockwise to remove gear 
backlash—hold in this position. 

4—Move bracket upward and 
watch both the index and home 
lamps on the mechanism control 
unit. 

5—When both lamps light, 
continue to slowly move the bracket 
past this position until the index 
lamp just goes out. The home lamp 
will remain lit. 

6—Tighten mounting screw. 


Caution should be taken when 
tightening the mounting screw not to 
move the bracket and change the 
adjustment. 

7—With the detent level still 
engaged, rotate the record magazine 
clockwise and _ counter-clockwise- 
by-hand-taking up the gear backlash 
in both directions. The index lamp 
should stay off, and the home lamp 
should stay on. 

8.—Release magazine detent lever 
from the detent wheel and rotate 
record magazine to several other 
positions, repeating step 7. The 
index lamp should stay off. The 
home lamp will not be on. 
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Introducing “The All New” 


CHALLENGER 
DRAW POKER 


Full Color with Real Card Display Likeness 


actual likeness 


The Challenger card display is 
so real — you feel like you are 
playing with a real deck of 


cards — This means more 

playing appeal & more profits 

62” high 

2 ar d - e p ve eperation a these games and ve 
ul ° ne oe ae goede ped eat Wea 

2 ] wide ulations. It is not intended therein to 


solicit the sale of such games in any 


165 lbs jurisdiction wherein the same may 
: not be lawfully sold or operated. 


for further info write or call 


Bend Electronics Co. Inc. 
63353 Nels Anderson Road 
Bend, Oregon 97701 


503/389-7626 
World Wide Distributors for Videotronics, Inc. 


DIGITAL CIRCUIT DESIGN COURSE 
Lesson Twelve: 


Astable Flip-Flop Design 


In this lesson the student will learn 
to design an astable flip-flop. He 
should give particular attention to the 
waveforms associated with this 
Circuit since they will be referred toin 
a later lesson. 


A Square Wave: 

A square wave can be looked upon 
as a repetitive train of pulses. A more 
detailed description would be that a 
square wave is a waveform which 
maintains itself at a voltage level 
[(plus or minus)V, meaning V can be 
positive or negative, in fig. 12-1] fora 
fixed period of time (T1) and at 
another voltage level (Ovin fig. 12-1) 
for a second period of time (T2). Also, 
time periods T1 and T2 need not be 
equal. Finally, the waveform is 
repetitive with a period T = 71+ T2. 


Astable Flip—Flops: 

A circuit which will generate a 
Square wave is shown in fig.12-2. This 
Circuit is termed an astable flip-flop 
or a free running multi-vibrator. It is 
useful as atime base generator orasa 
oscillator. 

Notice that there are two outputs 
from the circuit; each is 180° out of 


phase from the other. Either output 
Can be used. 

Since the stages are capacitor 
coupled to each other, neither 


‘transistor can be permanently cut off. 


Instead, the circuit nas two quasi- 
stable states, and it makes periodic 
transitions between these states, 
thereby, generating the square wave 
Output. 


The base of Q2 will then begin to 
swing by the time constant RB2 x C2. 
The time constant is of T1 duration, at 
which time Q2 will begin to conduct 
and Q1 will begin to cutoff. The 
switching action of the preceding 
paragraph will repeat except that Q1 
will be cut off and Q2 will saturate. The 
base of Q1 will then begin to swing 
negative by the time constant RB1 x 
C1. At the end of time period T2, Q1 
will begin to cut in and Q2 will then 
begin to cut off. 


DESIGN PROCEDURE: 
step 1: Find |Ic]|. 


Ic = Weel - |VcE(sat)| 
Rc 


SSS SSP ES TD EAI TT LTE ASSO BE ES A NOS ES SS! NST 


CIRCUIT OPERATION: 


For a detailed description of how an astable operates 
refer to fig. 12-3 and the sync-o-gram. For t < 0, Q is cutoff 


and Qo is saturated, Vpi is positive and going negative and 


Vc1 = -Vcc: Vp2 is at VeE{(sat) and Vez is at VcE(sat)- 
The capacitor C, is charging through Rp, and as a result, 
Vpi raises exponentially toward -Vcc. At t = 0 the base, By, 


reaches the cutin voltage and Q, begins to conduct. The output 
voltage, Vgi, begins to fall to VcK(sat) and is coupled to the 
base of Qo through capacitor Cg. Vg2 will swing positive by 
the amount +V (where +V = Rci x Ic(q,)). AS Qe cuts off, 


Vco taises to -Vcc. The leading edge of Vea 


raising is 


coupled to By via Cy and causes the overshoot 6 in fig. 12-4. 
The waveform at the base of Q, and collector of Qo then change 
exponentially with the time constant 7, (where 7 is approx- 
imately equal to Rc x C). The overshoot will drive Q, in 
saturation and Q> will be cutoff after the overshoot. 


SSS SS EE TR FE TELL IL PTI OT IEIE DELS OIE ED.) ELIE IESE PEALE LAE, 
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Fig. 12-1. A square wave waveform. The waveform is a 
repetition of the time periods T, and To. 


| 


Fig. 12-2. An astable flip-flop which generates a square wave 
waveform. The relationship between the Q anu Q outputs is a 
180° phase difference. 


Base Q, 


Collector 


Q1 


Base Q2 


Collector , 
Q2 Q2 


Fig. 12-3. The input and output waveforms associated with an 
astable flip-flop. The horizontal axis represents the time 
relationship between each waveform. 
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The above is the familiar formula 
from lesson four and is common to 
almost all digital circuits. 


STEP 2: Find |B(max). 


IB (max) 


Since this is a switching circuit, it is 
necessary to make all calculations 
with the minimum beta so as to insure 
saturation. From previous lessons we 
know that minimum beta transistors 
will require the maximum base 
current. 


STEP 3: Find RB. 
Re «= Gel VBE (sat) 
IB (max) 
Since the base resistors are 


connected directly to Vcc and since 
current will flow on when the base- 
emitter diode is forward biased, the 
voltage across the base is resistor is 
Vcc - VBE(sat). 


STEP 4: Find C. 


ae 
1.38 (R) 


The above is taken from the 
approximation for T: 


T = 71+ T2 = 0.69 (R101 + R2C2) 
if T1= T2, then R1= Rand C1 = C2=C. 


The above becomes: 
T = 1.38(RC) 
solving for C 


sae ae 
71.38xR 


This formula is only an approximation 
and since the transistor influences 
the time constant, accuracy can be 
found only experimentally. 


DESIGN EXAMPLE: 

Design an astable flip-flop [use the 
circuit configuration shown in fig. 12- 
2]. Make T = 2seconds and Vcc =-6V 
and Rca 150-omega lamp. Use a PNP 
germanium transistor type 2N404. 


STEP 1: Find Ic. 


Ic - Wec! — |Vce(sat) | 
Rc 
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= 6V — 0.1V = 39ma 


1502 


The general rule for germanium 
transistors, VCE(sat) = 0.1V, was used. 


STEP 2: Find IB(max). 
, Ic | 
B (max) : 
6 (min) 
_ 39ma _ 0.8ma 
50 


Beta was found by use of the Ic vs 
beta curve in fig. 4-7. 


STEP 3: Find RB. 
ke = cel | VBE (sat) | 
IB (max) 


5, WeGor MED RR 


0.8ma 


The general rule for germanium 
transistors, VBE(sat) = 0.3V, was used. 


STEP 4: Find C. 


Ce ne 
1.38 x (R) 


2.0 seconds 
1.38 x (7.5K) 


= 0.2 x 107? Farads or 200 MF 


End of Lesson Twelve. 


VBE(sat)— ——— — — — 


VBE(cutin) — OO 


(Rp1 x C1) 


Waveform at the base of Q4 


—— a SS = = VCE (sat) 


Waveform at the collector Qo 


Fig. 12-4. Overshoot (5), which due to the time constant 7, 


on the base waveform. 


PROGRAMMED TEST/12 


Instructions: The test is programmed: 
start at block 1 and follow the numbered 
instruction associated with your answer. 
Complete your work in the appropriate 
space, then proceed. 


7 


The output of an astable flip-flop is a 
a. Pulse 
GO TO BLOCK 10 
b. Square wave 
GO TO BLOCK 20 


IB(max) = = = 0.025ma 


Did you get the same result? If not, do not 
go on but check. 


What is Rp? 
RB = ____eeeeeSSSSSSSSSSSSsFseesessssSSSSSSSSSSSSSSSSSS 
GO TO BLOCK 21 


10 YOU ARE INCORRECT! 


A pulse is a single waveform. The output 
of an astable is a train of pulses or a square 
wave. 

RETURN TO BLOCK 17. 


17 


Did you get the same result? If not, do not 
go on but check. 


What is |B(max)? 


/B(max) = GO TO BLOCK 2 


te 


C . 1msec 
1.38 (390K) 


Did you get the same result? If not, do not 
go on but check. 


= 1900mmfd 


You have completed the test for lesson 12. 


20 YOU ARE CORRECT! 


Design an astable which will generate a 
square wave of 1000 pulses per second (T 
=1ms). Useasilicon NPN transistor with 
a beta of 40 and make Rc= 10K. Make Vcc 
= 10V. 
Consider the transistor as ideal. 
What is Ic? 

(et GO TO BLOCK -F1 


21 


Re - —19_ ~ 400K 


.025ma 


The nearest standard value resistor is 
390K. 

Did you get the same result? If not, do not 
go on but check. 


What is the approximate value of C? 
Os see GO TO BLOCK 32 
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BREADBOARD 
Lesson 12— 


Astable Flip-Flops 


-6V -6V -6V -6V 


Fig. 1 


1. “Wire-up” the circuit in fig. 7 
on the breadboard. 

2. Apply power, -6V only. 

3. The lamps should be alter- 
nately lighting. Each lamp should 
be on for approximately one-half 
second. The period T should be 
about 1 second. Many factors 
affect the accuracy of the 
calculation; such as, the tol- 
erances of the components 
and the characteristics of the 
transistors. 

4. The student would find it 
most interesting to observe the 
waveforms on.an oscilloscope (if 
one is available). The waveforms 
at Bi and B2 as well as the outputs 
should be compared to fig. 12-3. 


Atari publishes 
“The Book’ 


After months of compiling data, 
Atari’s Field Service has recently 
completed “The Book,” a practical 
guide to electronic game operation 
and service. 

This illustrated service guide 
contains information on tools and 
soldering, troubleshooting, TV 
monitor repair, PCB components, 
ICs, digital devices, and analog 
devices. It also includes an 8-page 
glossary of electronic terms. 

“The Book” is a valuable resource 
for every game operator, one of the 
most complete and concise service 
manuals on game operation ever 
printed. “The Book” was to be 
available from ATARI distributors 
for $39 beginning in May. 
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Wear on Black Knight 
calls for mylar stick-on 


The fast action on the ball on the 
upper playfield of Black Knight may 
result in premature wear of the play- 
field surface, warns Williams 
Electronics. This wear occurs 
around the jet bumper and just 
below the Multi-Ball release mechan- 
ism. To affix mylar protectors in 
these areas alleviates the problem, 
said the manufacturer. 

Procedure. The protectors must 
be attached to prototype and early 
production Black Knight games. The 
protectors were installed at the 
factory on later production games. 
The later production games can be 
identified by checking for a 51/2inch 
diameter protector affixed around 
the jet bumper and a protector 
affixed just below the multi-ball re- 


lease mechanism. 

1) Clean the area around the jet 
bumper and below the Multi-Ball 
release mechanism. The playfield 
surface must be absolutely free of 
wax and foreign matter. 

2) Remove the backing from the 
51/2nch diameter protector and 
carefully slip it around the jet 
bumper. Align the inside diameter 
next to the plastic actuating ring. 

3) Seal firmly to the playfield. Any 
lifting of edges or bubbling will inter- 
fere with ball action. 

4) Remove the backing from the 
other protector and align the curved 
portion with the edge of the bottom 
of the lockup trough. 

5) Seal firmly to the playfield as » 
step 3. 


Williams tech chart 
By Zac Oliver 


Williams Electronics prints one of 
the finest technical resources 
available in the coin machine 
industry. The games are well- 
documented, which facilitates 
troubleshooting and repair. 

The manuals included in each 
Williams game are oriented to both 
technician and operator. Due to the 
manuals’ reduced format, the 
schematics are broken down by 
sections with plenty of interface 
between pages. To locate a 
component and its associated 
circuitry sometimes requires a back 
and forth search through the 
sections. On the following page, we 
present a chart, convenient to be 
carried around in your tool box, to 
have in the shop, or even to include 
in the game manual. The chart 


indicates a driver transistor by its 
test number or description. 


The three top rows of the chart 
indicate respectively: 

a) driver transistor and solenoid 
test number; 

b) driver board connector 
identification; 

c) respective wire color code. 


The following rows indicate the 
electronic flipper games manufac- 
tured by Williams up to Firepower 
and their solenoid functions. Also 
included are a few shuffle alley 
(United) games. 


The chart is a compilation by 
Williams Electronics. Parts of it are 
found in the booklet located above 
the master on-off switch in every 
recent model. 
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That’s the basics to the game, 
which offers some interesting play 
that’s diversified around the field 
front top to bottom, with ramps 
angled so as not to truly cut away 
from the size of the field of interfere 
with the design of the game. And 
what’s nice is that the game never 
really maxes out in terms of scoring 
or features to shoot for, with 
something always leading to 
something else, even if the bonus 
display has reached 99,000 points 
and the bonus multiplier has reached 
5X— since there are specials to make 
and extra balls to be banked up since 
multiples are possible with the 
programming. 

GRAPHICS: Lightning is a bright, 
colorful game that probably uses 
every shade of playfield insert known 
to man with its blues, reds, yellows, 
oranges, and greens. Nice touches 
are the use of the digital display on 
the field, which frees lights for other 
features on the board, and the use of 
voice for different functions of the 
game such as locking up balls, 
getting multi-ball play, and also the 
timer feature of the machine. All in 
all, it’s an eye-catching package. 
PLAY: It’s probably time to get into 
the timer feature on the game, since 
it’s integral to setting your limits. 
Lightning features a 200,000 point 
threshold score that activates a 
timer on the game of 30 units 
(possibly seconds, although I haven’t 
clocked this out), whereby a player 
can continue play of the game up to 
the lapse of the clock. That is unless 
specific features have been made 
such as multi-ball play, which allow 
the game not to go dead, since the 
timer under normal circustances 
acts much like Gottlieb’s Time Line 
with its mini-playfield that suddenly 
turned off the flippers when “time” 
was up. 

Here the whole game is locked 
into this programming feature that’s 


a challenging addition to the 
machine and something pinball 
undoubtedly will turn more toward in 
the future. With this in mind-since, 
in essence, it’s almost like getting a 
free ball—for those areas that are on 
extra ball play, you may want to set 
your machine at 600,000 points to 
start, followed by 1,700,000 points 
which is pretty close to the factory 
settings. Again, as I stressed earlier 
in this column, two levels may be a 
good way for your operation to go if 
you want to maximize time and 
earnings potential on your games. 
For free play you should be able to 
get away with something like 800,000 
points to start, followed by 2,000,000 
points, unless you’re ready to 
abandon the idea of free play and test 
the waters at your location, leaving 
the only specials for the game at 
those which can be gotten on 
playfield features alone—if this is 
possible with the existing programm- 


ing. 
PROS & CONS: One of the points! 
mentioned before is worth repeating, 
since it’s one of the primary reasons 
why this game should be a successful 
effort over the long haul. What I 
referred to was the idea of “maxing” 
out on a game, which is basically the 
fact that some games—whether due 
to programming limitations or the 
designers’ not expecting players to 
reach the maximum of a game’s 
scoring potential during the course 
of play—don’t allow for the entire 
board to remain active. It means that 
at some point, when a player has 
accomplished certain features, he 
no longer has to shoot for some or all 
parts of the board to continue 
scoring in quantum amounts. So, for 
argument’s sake, the drop target 
bank is no longer meaningful and the 
player tries to avoid going for it. Itisa 
malaise that most games have and is 
a resulting turn-off for players. You 
make a particular sequence and then 


are penalized (not really, but this is 
the reaction) if you continue to make 
the same sequence again. 

With, Lightning, however, this 
isn’t a problem since when certain 
features are “maxed,” their value is 
changed to something else. Get up 
to 5X and the target banks 
suddenly spot for specials or extra 
balls; hit out the targets around the 
board and there’s multi-ball play 
awarded; and gong one step further, 
even bonus multiplier can be spotted 
at certain points of play. The effect is 
to have a board that remains totally 
active no matter what a player has 
accomplished, and that’s an 
invaluable plus, wherther it was the 
result of a conscious effort or 
something that just happened when 
the game was designed. I’d like to 
think it was a conscious move, 
because it’s just super for the player. 

In addition the game doesn’t make 
a waste of its bi-level configuration, 
but offers the playfield within a 
playfield, where there’s something to 
do no matter where the ball is on the 
field. It’s a good, balanced 
configuration with excellent 
geometry in terms of placement of 
features and , although the roll down 
for the top to bottom at the middle is 
a bit slow, it is a breather from the 
non-stop action. And the game isn’t 
so difficult as to be a turn-off for the 
novice player, which is an important 
consideration in these times. 

RATING: #### 


For this edition of the Corner that’s 
it. Next time Gottlieb’s Mars takes 
the spotlight, and I'll try to refrain 
from the anguish of the Chicago 
Cubs and their record-setting losing 
pace, or even the fact that most of 
the action in the Windy City is now 
on 35th Street with the likes of Fisk, 
Luzinski, and the rest. But, in reality, 
it’s going to be a long season. So, 
until next time, be well and prosper. 
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Critic’s Corner 


By Roger C. Sharpe 
Stern’s LIGHTNING is viewed 


The dollars and sense 
of free play on pins 


In the past few issues I’ve tried to 
offer some input as to the problems 
and solutions regarding pinball. And 
with the strong games that have 
been turned out recently it is 
probably time to get to the major 
thing holding back the earnings of 
pinball versus video, since so many 
of you are comparison buying and 
selecting equipment on the basis of 
what the cash box is going to show. 

First off, you have to realize that 
pinball isn’t that bad off. Things have 
stablilized somewhat in terms of 
design, and machines such as Eight 
Ball Deluxe have proven that you 
don’t need all the razzmatazz all the 
time to produce a solid playing game. 
And the innovations still go on with 
the potentials of what pinball can 
deliver within its present format. But 
a drastic departure in thinking is 
going to be necessary to turn the 
earnings around to levels everyone 
can live with. 

What all of us should do, before 
anything else, is to take our hats off 
to the pinball manufacturers, who 
never gave up or lessened their efforts 
despite the situation, but rather 
forged ahead with some of the best, 
most exciting and innovative 
products ever in the history of pin 
games. They’re gone all out, literally 
have tried everything and anything, 
in the hope of bringing the players 
back to the games. But still and all, 
some things have been missing. 

The thinking has been to lessen 
the time of the games and so five-ball, 
in many areas, went out the window 
and was replaced by three-ball play. 
And when that really didn’t bring 
things totally into line, although it did 
help and also served to change the 
design and play features of the 
games for a shorter play, some 


started thinking about other 
alternatives. 

One direction the talks and 
speculation turned to was “time” and 
Gottlieb even produced a game, 
James Bond that was based on time. 
Other games have also incorporated 
this concept into the play of 
particular machines, and maybe in 
the long run this will be the 
framework for pinball rather than a 
set number of balls per game. But I 
don’t think this is going to be the 
answer. 

Beyond these couple of changes, 
the other option manufacturers have 
attempted, less than successfully, 
has been an increase in pricing, 
which at this point in time, given the 
nature of the economy and the fact 
that the games in general haven't 
been knocking them dead at the box 
office, this solution hasn’t been the 
best of ideas. Somewhere down the 
line it probably will be more valid, 
although my solution to the dilemma 
might just solve this and allow the 
games to remain at a quarter than 
fifty cents or any of the other 
combinations that have popped up. 

Simply stated, the thing that’s 
holding pinball back has been the 
free play. Video hasn’t done it. You 
get extra time, another space ship, 
more bullets, or whatever, but not an 
entirely fresh game to play for free. 
That’s the adjustment pinball is going 
to have to make, along with 
operators and the players. You just 
can’t make top bucks if you’re losing 
twenty-five cents or fifty cents every 
few games or however youre 
percentaging your machines. That's 
what’s taking the money out of your 
cash box, probably more than 
anything else. 

Think of a game on extra ball play 


PLAY METER, July 1, 1981 


at twenty-five cents a pop. Figure 
that the average time to play is about 
three minutes, which means a 
maximum of twenty games an hour 
or $5 an hour. Take the same game 
and put it on free play and let’s say 
players are hitting it once every four 
times. You're losing five games an 
hour, or $1.25, which might not 
sound like a lot. But if you’re open 
ten hours, it’s suddenly $12.50 a day 
and if youre open seven days a 
week, you’re losing $87.50 on that 
single pin and that doesn’t take into 
account those multiple free games 
that players can rack up, further 
taking away from your potential 
earnings. 

Unfortunately, a step such as this 
isn’t going to be the easiest to take on 
the location level. But there may be 
ways to slowly bring the change. 
Some of you may already be doing it 
on the newer games by offering only 
two or even one limit for a free play 
on score. You may even be setting 
your game conservatively so the 
programming makes hitting a special 
on the field more difficult. These are 
two alternatives. Only they’re stop 
gap measures for what ultimately 
must be taken: a total change over to 
extra ball play. 

I suppose that for me this solution 


isn’t too difficult to envision only 
because the majority of my pinball 
playing, first in Wisconsin when I was 
in college and then in New York City, 
has been for extra ball. So I’ve never 
really missed free play and | don’t 
think, over the long haul, other 
players will miss it either, if the games 
offer enough to compensate. This is 
especially true for those who have 
primarily played video and are used 
to the concept of “extended play” as 
the reward for “beating” the game. 

One manufacturer alone can’t 
achieve this changeover, nor one 
distributor or one operator. It is 
going to take a total industry effort to 
slowly wean players off the idea of 
getting free plays. It is the only 
sensible direction for the future—in 
fact, it is the future of pinball if it is to 
compete in the marketplace and 
draw the earnings that operators are 
demanding. 

The result will also tax the 
creativity and ingenuity of designers 
and programmers to totally think 
through games so players get value 
for what they’re paying for. It will 
mean going to the field and talking, 
talking, talking to players for input. 
Sometimes I wonder just how often 
this is done and whether anyone is 
paying any attention to the desires 


ARTIC 


International Inc. 


P.C. Boards 
Game Parts 


Speed-up Kits 
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and hopes players have for present 
and future equipment. After all, they 
are the ultimate decision makers. 

On another front, something that 
I’ve found distressing is the recent 
advertising I’ve seen for a pinball 
conversion kit that is anything but 
“G” rated. I don’t know if you had a 
chance, or even knew about the 
small booth off on the side of the 
second floor at the past AMOA 
show, but on display was a reworked 
Bally Playboy complete with the 
promise of graphic pictures on the 
playfield which were quickly 
censored at the show. Well, now the 
company has resurfaced to sell their 
product and the concern from this 
corner is that a package such as this 
might get into the wrong hands (an 
over-industrious operator who puts 
it in the wrong location), but even 
more so, whether there’s a place in 
the amusement game business for 
something like this. I don’t believe 
there is. For the home market, fine 
and dandy and it would be a 
conversation piece, but out on the 
street it can only spell trouble and 
further foster an image of the 
industry that too many harbor and 
has helped keep pinball in particular 
always on the defensive for most of 
its existence. 


We can supply your 
need for: 


® Quality Merchandise 
® Fast Delivery 


® Dependable Service 


ARTIC INTERNATIONAL, INC. 


550 ROUTE 22 


BRIDGEWATER, N.J. 08807 
Phone: 201-231-0800 
Telex: 642311 ARTIC NBCH 
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The creation I’m talking about is 
Sexy Girl from Arc, Inc. of 
Weymouth, MA and its skin show 
just isn’t the best of concepts, 
although, as I said earlier, for the 
home, it could be a great selling tool. 
Even some bars might want to goose 
their earnings a bit, and undoubtedly 
would, but the fear is a very real one 
and the risk too great at this point in 
time, especially given the current 
mood of the nation under the new 
Administration and the overall shift 
to a more conservative philosophy. 

Also trying to make a go of it, 
although they’ve put major plans on 
the back burner until things turn 


e when to rotate equipment 

e which locations produce 
high net profits 

e when to add machines to loc- 
ations 

e the cost of operating every 
machine and every location. 


details or call co//ect 501/521-0868. 


Name 
City 


Number of machines you operate 


62 


There’s a great new game in 
town, but your customers 
won't play it.. YOU WILL 


Now you'll know 


The Operator's Investment Analysis Computer Program designed for the Radio 
Shack TRS-80 series of computers is the most advanced management information 
tool available to the operator. Not an accounting system, it willadd concrete reasons 
to your decision-making and remove all the guesswork. 

The Operator's Investment Analysis Computer Program is complete with 
instructional books and cassette tapes. You can buy the Computer (from your local 
Radio Shack store) and the program—all for less than the cost of one video game! It 
should be the highest earning piece you'll ever own. Send the coupon below for free 


Please send me more information on the Operator’s Investment Analysis Program 


State —_____.. Zip 


INNOVATIVE MANAGEMENT CONSULTANTS 


2040 Lisa Lane 
Fayetteville, Arkansas 72701 


around for pinball, is Professional 
Pinball’s conversion kits out of 
Toronto. Relying on five Bally games 
including Evel Knievel, Star Trek, 
Power Play, Strikes and Spares, and 
Eight Ball, the effort here is to totally 
overhaul the games with new 
backglasses and a plastic mylar 
playfield cover, along with some 
minor post adjustments on the 
board, in order to try to breathe new 
life into these old machines. For 
those on a budget, it might be a 
decent alternative to consider. 


Stern’s LIGHTNING 
Although they’ve been making 


a 
wN, 


’ +e 
My’? 
, 


@ when to pull out of a location 
e which machines have a high 
ROI 

e your high and low revenue 
producers 

e when to dispose of low profit 
producing machines 


more news for the success of their 
video games, this company is hoping 
that Lighting strikes for their newest 
pin game, which has a lot of razzle 
and dazzle as well as some 
innovative design features and 
programming. 

PLAYFIELD: The action of this bi- 
level game begins on top with the ball 
entry leading down into an area that 
offers five spaced targets across the 
right top, a lower right kick-out hole 
for a captured ball as well as another 
kick-out hole for locking up a ball at 
the top center. Over at the top left is 
a three bank of drop targets as well 
as another yellow target. Then 
comes the interesting part, since the 
machine is basically two games in 
one. The top level has its own set of 
flippers with a middle post anda hole 
just behind that drops the ball down 
to the lower level playfield. There’s a 
ramp on the left and one on the right 
which also has a spinner in front. 

The lower playfield has a three- 
drop bank in the middle as well as a 
loop around, while the left has a 
three bank of drop targets and the 
right side has two more yellow 
targets. The bottom is conventional 
Stern with rubber ringed posts and 
side posts just above the wire lanes 
leading down to the flippers. 
ANALYSIS: Throw in a bit of 
Seawitch and some other nice 
touches and Lightning does strike 
for Stern in a well-developed and 
integrated game that’s fun as well as 
challenging to play. Also a part of the 
package is a digital display at the 
center of the field for bonus points as 
well as a timer feature tied into the 
game when 200,000 points or more 
have been scored. There’s also 
bonus multiplier up to 5X and an 
additional playfield value multiplier 
that’s built up during the course of 
play. The three drop target banks 
are tied into sequence, similar to 
Seawitch with players having to go 
for the top bank first, then the 
middle, lower level bank, and finally 
that left side bank for activating extra 
ball possibilities that are tied into the 
center drop targets of each bank 
(shades of Stars) on an alternating 
basis. 

Meanwhile, those yellow targets 
around the field, eight in all, along 
with the drop-target banks, activate 
multi-ball play when they’re 
lit, as well as the horse-shoe for 
activating the playfield multiplier 
values. The interior lanes to the 
flippers on the bottom as well as 
those behind the top flippers light 
yellow arrows and mean bonus 
multiplier when all are lit. 
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Coin Sensor Model 102 promises 
game operators “no more service 
calls,” said the manufacturer, 
Innovative Systems Inc. of 
Muskogee, Oklahoma. Like the 
Model 100 (for jukeboxes), the 102 
electronically rejects tokens, slugs, 
and foreign coins, while it accepts 
bent or mutilated U.S. coins. 

Model 102 units are available for 
games produced by Atari, Midway, 
Bally, Williams, Gottlieb, Stern, 
Taito, Exidy, and Cinematronics. 
Cutting out coin jam problems, the 
102 accepts coins three times faster 
than an unfitted machine, but it is 
anti-fish, anti-string, and anti-yo-yo, 
said the manufacturer. 

The solid state coin sensor carries 
a one-year warranty. 

For more information, contact 
Innovative Systems, P.O. Box 1288, 
Muskogee, Oklahoma 74401. 
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Game Plan's 
Shark Attack 


In a new video game twist, Game 
Plan, Inc. has introduced a sit-down 
game where the player is the “bad 
guy.” Its name is Shark Attack, and 
the player is the shark. Ken 
Anderson, Game Plan’s director of 
marketing said the new game 
represents “a fantastic new profit 
experience for operators and 
locations alike. It is a two-player, sit- 
down video duel between shark and 
divers that turns video competition 
into a spectator sport.” 

It’s shark versus waves of divers 
on a realistic 19” color monitor with 
seawater background color. Divers 
appear in squadrons of four, they 
talk to each other, audio heartbeats 
race, and excruciating screams of 
pain are heard as shark devours 
divers. 

A special feature of the game is 
personal involvement of the players. 
In one mode, high scoring player 
initials his score; it remains until 10 
players beat it. There is a bonus after 
shark eliminates 7 squadrons. Other 
features include increased challenge 
with player ability, adjustability to 
one or two coins, option of 3, 4, or 5 
sharks per game, adjustable legs, 
and service door access to all 
electrical components. 

This game is produced by Game 
Plan, Inc. under license from Pacific 
Novelty Manufacturing, Inc. 


Atari, recently announced the 
release of Red Baron, a realistic 
flying simulation game that puts the 
player at the controls of a WWI 
biplane, searching the skies for the 
enemy. 

The horizon shifts and tilts as the 
player maneuvers the joystick 
control, while three dimensional hills 
and valleys sweep by below. First, 
there are the enemy biplanes 
roaming the sky. Then there are the 
ground targets: tanks, pyramids, 
buildings, all of which make good 
targets for strafing runs. Game 
challenge mounts when the enemy 
planes begin firing back at the player. 
If the guns overheat, there is no 
protecting the player’s plane from 
being shot out of the sky. 

Special features included on Red 
Baron are Atari’s Special High Score 
Table, which display the seven best 
players’ scores and initials during the 
attract mode, and which retains the 
top three scores in memory even if 
the power is off. The game 
automatically adjusts game time to 
the level of player skill in a given 
location. The average game time is 
also displayed in self-test. 

Frank Ballouz, vice presi- 
dent/marketing, said: “The flight 
simulation is so realistic on this 
game, that the player will be 
convinced he’s in the cockpit of a 
fighting biplane.” 
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Murderous 
moon 


Another new video game has been 
announced by Game Plan, Inc.— 
called Killer Comet, and features an 
attact mode that spawns monsters, 
bombs, spacepods, laser beams, and 
more. 

Killer Comet is produced by 
Game Plan under license by Centuri, 
Inc. 

The game’s big surprise is the 
Killer Comet. Once the game is coin- 
activated, this goes into action and 
attacks the player from any and all 
directions. Lots of movement and 
colorful display on the upright color 
monitor serve to attract continuous 
play. 

Popular features of the game are 
the optional left and right hand 
controls. Once the game is opera- 
tional, player chooses from four or 
five spacepods to attract the mon- 
sters. [he challenge is to keep space- 
pods from being eaten by monsters, 
bombed, or hit by the Killer Comet. 

Two players can play using 
different colored spacepods. The 
monsters in different colors and 
sizes drifting in from the top of the 
screen as bombs start raining down. 
The monster attack in waves of 25; 
the spacepod must be maneuvered 
by the player to get good shots at 
them. Joystick controls permit the 
player to fly the spacepod in 
simulated gravity-free space 
conditions. If the spacepods are 
endangered, the player can activate the 
Hyperspace button causing the 
spacepod to disappear and then 
reappear at an undisclosed location. 
If it ands ona monster or abomb, it’s 
destroyed. 

A player can fire his energy-laser 
beams straight up, right, or left. 
Shots can be made simultaneously, 
but not continuously. When a beam 
strikes a monster or bomb, it 
explodes with bright flash and audio 
blast. 
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Zarzon 
appears 


Taito America has recently released 
Zarzon to the video game industry. 
The evil that is Zarzon manifests 
itself in a seemingly endless variety of 
forms and shapes. 

Players man their rocketships 
against waves of UFOs, rockets, and 
a giant meteor—then take to the 
assault in tanks against deadly space 
spiders and an all-out dragonfly 
invasion of terror. Attack patterns 
change unexpectedly and become 
increasingly more dangerous and 
intense. 

“If the player can defeat Zarzon 
and all 5 waves of different enemies,” 
said Jack Mittel, president of Taito, 
“he will earn another chance to chal- 
lenge the game and a quick-paced at- 
tack will begin again at Phase I. This 
unique feature is a special draw for 
the skillful player who wants to test 
his ability and be rewarded for his 
efforts. 

Zarzon is currently available in a 
One or two player upright and in 
Taito’s Trimline model. 
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Getting 
your Kicks 


Route 16, a two-dimensional video 
strategy game, is the latest release 
from Centuri, Inc. 

Route 16 takes it name from the 16 
city blocks or routes the player is 
introduced to when the game begins. 
With enemy cars in hot pursuit, the 
player selects one of the 16 routes 
and attempts to eliminate as many 
targets as possible. Upon his 
entering the route, the screen shifts 
to an enlarged detailed close-up of 
the targets and activities of the 
block. 

A player must not only select the 
most rewarding routes, but 
successfully maneuver his formula 
car and avoid the chase cars and 
various hazards along the way. 

The exclusive manufacturing 
rights for North, Central, and South 
America, and Europe (excluding the 
United Kingdom and Spain), were 
granted to Centuri by Tehkan 
International Corporation of Japan. 

The Hialeah, Flordia-based 
Centuri will manufacture both 
upright and cocktail table models of 
the game. 
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A player's video 
is his castle 


Warlords is one of the latest video 
game sensations from Atari. The 


object of the game is to shield a 
player’s “home castle from fireball 
attack, and to catch and redirect the 
fireballs so that they will hit and 
destroy the walls of the enemy’s 
castle. The Black Knight is the 
enemy that must be destroyed 
through player skill and attentive- 
ness. 

By controlling the “Power Stone,” 
a player can catch a fireball released 
by animated dragons, and hold it on 
his shield for defense before 
redirecting it at the opposing castles. 

Warlords has Atari's new Skill- 
Sense special feature that allows the 
game to self-adjust to provide equal 
game time opportunity for any 
degree of player skill. This method of 
automatic percentaging provides an 
immediate challenge for skilled 
players and extra play incentive for 
novice players. 

Individual scores are displayed 
inside home castle walls, while team 
scores showing the total of two 
players’ scores are displayed in 
between the two castles of the team 
members. 

Also included with Warlords is a 
new dual coin mech and an isolated 
cashbox with a separate locking 
access door. 

Frank Ballouz, vice president of 
marketing, said: Warlords is an 
exciting medieval battle action game. 
Player response has been enthusias- 
tic, and repeat play is automatic.” It 
is available in standard upright and 
the new cocktail table design cabinet 
models with telescopic legs. 
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WANTED: Seeburg LS2 credit display 


window glasses. Contact Complete 
Coin Corp., P.O. 176, Chesapeake 
City, MD. 21915 301/885-5146. 


TECHNICIAN AVAILABLE: All round 


solid-state mechanical technician 
looking for a good position in a good 
company. Up to date on all videos, 
phonos, bingos, slots, vending, and 
trouble shooting of all coin operated 
devices. | have route service and shop 
management back ground. All replys 
will be answered. Write to: Play Meter 
Magazine, P.O. Box 24170, Dept. HL, 
320 Old Hammond Highway, New 
Orleans, LA 70184. 


FOR SALE: 3 Alien Invader coin- 


operated machines in good working 
order. Owner wishes to sell because of 
illness. Original cost $2,500.00 each. 
Will accept any reasonable offfer. 
Arthur Hill 305/651-2559. 


AMUSEMENT 
CENTER 


Artistically designed, deco- 
rated arcade complete with 


30 up-to-date vending 
games. Includes beautifully 
landscaped Formula race car 
track with 15 miniature Indy 
500 cars and new go-cart 
track with 14 go-carts—All on 
7¥2 acres prime property 
currently operating—high 
density of population, local 
and tourist traffic—located in 
Orlando, Fla. Priced to sell. 


Call: 
201/684-1112 


or write to: 
Barry Malkin 
Room 500 
100 Hamilton Plaza 
Paterson, N.j. 07505 
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NEED NEW CABINETS? 


We manufacture formica’ed 
Galaxian-style cabinets. 


Quantity 


25 OM MOE: .faxa ceuiaess $250 each 
100 or more ...call for price quote 


F.O.B. Long Island, New York 


Complete with cut-outs 
and interior braces 


Also available: metal hardware, 
cash box doors, and control panels. 
Call 


TRIAD SYSTEMS 
516/681-6263 


FOR SALE: Atari Asteroids cocktail 


tables $2000.00 each. Midway Deluxe 
Space Invaders (cocktail table) 
$1395.00 each. Cinematronics Star 
Castle (upright) $2000.00 each. All 
games. are in excellent condition. Call 
WEST COAST AMUSEMENT (714) 233- 
0567 


ELECTRIC COIN SORTER and 
counter—Brandt Model SGSK Ser. 
61126—no SBA coins $800.9. BLVD. 
MUSIC SERVICE, 2429 South Mall, 
Kansas City, KS 66103. 


WANTED: Diggers, Cranes, and Claw 
machines. Cabinets also. Call Roger at 
(312)849-4041 (call collect after 5 pm) 


FOR SALE: 50 Seeburg DC-4 
Consolettes @ $245; 2 Seeburg 
Hideaways @ $895; 2 Totalizers @ 
$100. Ready for location. MUTUAL 
VENDING SERVICES, Box 41, James- 
town, N.D. 58401. (701)252-3610. 


FOR SALE: Fortune Coin (video slots), 
5 line multipliers w/remote control 
unit. SKILLFUL VENDING DIST., 756 
Forest Ave., Portland, MAINE (207)775- 
0070 — 773-0777. 


FOR SALE: Exidy Fire One. Excellent 
condition, going out of business. Lewis 
Roberts (713)554-2008 or Jerry Parish 
before 2:00 (713)332-1845. $2000. blue 
book—take it for $995. 


WANTED: Pre-1950 jukeboxes in any 
condition. Write or Call: RICK’S 
UNLIMITED, 569 West Street, East 
Bridgewater, MA 02333. (617)378-2589 
or (617)378-7706. 
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WANTED: Williams Paratrooper, VIDEO PINBALL CONVERSION KIT: 
Williams Stop-N-Go, and Midway Super special $179.%. Includes logic BUY 
Space Gun. Also looking for pre-1970 board, harness assembly, all controls, 


single player pins. Call or Write: Rob color field overlay, full instructions. WHOLESALE 


Berk, 704 Perkinswood NE, Warren, BILL GROSSMAN & ASSOCIATES, Box 
OH 44483 (216)369-1192. 5421, Incline Village, NV 89450. Panasonic T.V.’s 


& 
MAY SUPER SPECIALS 


VIDEO RECORDERS 
@ FULLY RECONDITIONED e 


CALL FOR PRICES 


AStErOldS 6 5.s5ho0e6s508e%s $1,900 BERZEF Kk iceans s pasate eens 2,000 
Star Castle aki iia eohwiwnieeens 1,900 Battie ZOMG (iss dee sok vaet ks 1,700 
GalaxtaN ccc cencveyacesscesews 1,700 Monaco/Upright............ 1,500 


NORTHEAST 
DISTRIBUTING, INC. 


880 Providence Highway 


BALLY (PINS) GAME PLANS (PINS) 


Pi Mlnscadigaea atria en ae asroeo etait $875 Coney (sland ssseeiseveds sis 825 P.O. Box 287 
FUCUICG SDacyic.saaeben s tuauees 695 Sharpsnooter ws. 60 css cewse aes 675 Dedham, MA 02026 


Globetrotter .................. 850 


sac recent tise aaron ate VIDEOS 


LAbd aaa Wes eM swale AStIONRNNES is docs cearpeds 


(617)329-4880 Telex: 92-4489 


FOR SALE: Electronic boards and 


POOU AW hcvrceyun ce yie Uieaews 300 
GOTTLIEB (PINS) Poinar Lander sti scncnscausaes 650 video monitor screen for Atari 
Rip Ot ices hes ticeveewadaes 1,250 Steeplechase. Best Offer. MASTER- 
ee heer $850 Space Waals o1.0%ceetnraduuewwws 575 JOHN VENDING (715)635-9131. 
arlies’s Angels .............. 475 ——s Speed Freak ................5. ‘akin: ble. be. Boil eco 
Genie. cr. a . ppecdiiveak ae WANTED: backglass for Bally FireBall. 
eo er 750 BOLING 355 catustcornamenmunian200 
TONG Uilietetsnes cantante onsite 625 Star Hawk sxeeinnrccondasage: 675 Call Tony Scott at (316)685-1446. 
SUlAlOVOX txiuesGeiacusaeens 1,500 
STERN (PINS) Space FIFEDIFO: .0s5 ccnces eens 1,700 Service expertly and reliably 
ietcane eer Se, see eee done on all coin operated 
Oe Ge Hee aw enews ed ; OG io eeucla sian eke wees lou games. Boards repaired, 


Gly Foes sice Raa yd ae ee 750 Missle Command ........... 1,850 


eeoeeeeeeeeeeeeee ee ee eee 


WILLIAMS (PINS 
( ) ALL VIDEO GAMES ARE 


COU Wal dic Hens nesaeeeseene. $825 OF ORIGINAL AMERICAN 
Stellar Warssecccscs+sseuscuees 625 MANUFACTURER—NO 
TiO Wat sswvecss cesarean 675 COPIES 

ATISLONGS gin ete sedae nce ckawa 


* GAMES UNLIMITED x* 


9059 Venice Blvd., Los Angeles, Calif. 90034 
213/836-8920 


games converted, 
kits installed. 
Contract rates available. 
Arcades a specialty. 


Call (212) 531-1557 or write: 


JACK GUARNIERI 
SERVICE COMPANY 
Box 155, Brooklyn, NY 11236 


ALL TOP VIDEO GAME 


# UPRIGHTS 
# COCKTAIL 
= P.C. BOARD 
a 1.C. SPARE PARTS 


QUICK FOLLOW-UP 
& 


SPECIALIZING IN USED 
COCKTAIL VIDEOS 


Send or call for latest price bulletin 


SKYLAND AMUSEMENT COMPANY 


3410 Clairmont Road N.E. 
Atlanta, Georgia 30319 


Telex: 804 294 SPEDEX ATL 


PROMPT DELIVERY 


Contact us for lower price and list. 


KYUGO 
COMPANY 


LID. 


2-6-14 Higashiyama, Meguro-ku 
Tokyo, Japan 
Tel: (03)710-5995 
Telex: 2222143 sintoa j. 
ATTEN: Kyugo Co. 


S.E. Office N.E. Office 
(404)636-GAME (609)622-6622 
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VIDEO CONVERSION KITS 


Latest games from boards 
to complete game kits. 
Easy to install... guaranteed... 


Also new & used games available — 
Puckman, Moon Cresta, Invaders 
and more. 

Call in New York 


MEGA SYSTEMS 
516/681-6263 


@=\> TURN IN YOUR * ° 
iA OLDIES FOR GOODIES 


= @a'!] WE PAY CASH FOR JUKE 
aaes|/ BOXES, PINBALL MACHINES, 


a g],| ANTIQUES, ARCADE GAMES 
19 =='31) GUM BALL MACHINES, 
Lamm’ ELECTRONIC GAMES 
REGARDLESS OF ¢ oa 
CONDITION. a 
al = | 
CALL OR WRITE TODAY! 
) 


Computer Earning Games, inc. 
51 Monroe St., 18th Floor Rockville, MD 20850 
Phone (301) 424-0600 


’ 


SAVE MONEY 
WATERSLIDES 


Lease or buy production molds. 
Save many thousands of dollars 
on water slide parts and _ trans- 
portation costs. Contact Park 
Recreation, Inc. (504) 833-6633; 
P.O. Box 24391, New Orleans, 
Louisiana 70184. 


WANTED: Slot machines, pieces, 


parts, cases, etc., any quanity, 
anywhere. Legal buyer—call Bill Harris 


at 303/234-0695, or 303/279-3343. 
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WANTED: Backglass for Midway “Dart 
Champ” Write to: AUTOMATSERVICE 
Enebygatan 35, 60218 Norrboping, 
Sweden. 


DRAW POKER & BLACKJACK 
only $795.00 


Call or write for info 
HALTRONICS GAMES 
651 Brannan St., #5 
San Francisco, CA 94107 
(415) 495-0425 


FOR SALE:Roller Disco $850, James 
Bond $995, Circus $995, Genie $650, 
Time Line $1150, Counter Force $975, 
Star Race $1125, Future Spa $725, Star 


Trek $595, Silverball Mania $825, 
Harlem Globetrotter $550, Space 
Invaders pinball $1225, Cheetah $1025, 
Qucik Silver $1125, Flight 2000 $1425, 
Ali $1095, Meteor $1225, Lazer Ball 
$965, Algar (prototype)—call or write, 
Submarine $1895, Missile Command, 
cabaret model $1795, Video Pinball 
$525, Batttlezone $1775, Battlezone, 
cabaret model $1650, Tailgunner 
$1175, Space Wars $525, Targ $1395, 
Star Fire $1175, Astro Invader $1695, 
Moon Cresta $1695, Tranquilizer Gun 
$1495, Astro Fighter $1695, Lunar 
Rescue $1325, Stratovox $1595, Call or 
write New Orleans Novelty Co., 3030 
No. Arnoult Rd., Metairie, LA. 70002. 
Tele: 504/888-3500. 


FOR SALE: COCKTAIL TABLES, new 
and used. Space Invaders, Moon 
Cresta, Asteroids, Galaxian, Space 
Firebird, Phoenix. Unbelievably low 
prices and stock on hand ready for 
immediate delivery. UNITED STATES 
AMUSEMENTS, Hillside, NJ. Telephone 
and ask for Sal Mirando at (201)926- 
0700. 


NEW! BELITA 


LIGHTWEIGHT PORTABLE 
COIN COUNTER 


NEW! BELITA 


LIGHTWEIGHT PORTABLE 
COIN COUNTER 


Manual or Electric 


Automatic Stop 
Inexpensive 

Coin Tray Support 
Bag Holder 

Fast 

Only 9 pounds 
Long Lasting 


R.H. BELAM CO., INC. 
1 Delaware Drive 
Lake Success, N.Y. 11040 
Phone: 516/488-5600 
Telex: 221568 or 7978093 


FOOSBALL FIGURINES: Balanced. 
$39/per 100, $290/per 1000. Send $1.” 
for a post paid sample pair. 
PLAYTRONICS INTERNATIONAL, 
INC., 3236 West Mescal St., Phoenix, 
AZ 85029. 


COCKIAIL TABLES 


Space Invaders 


Pac~man 


Phoenix 
Defender 


Star Castle 


Asteroid 
Scramble 


Moon Cresta 


Call Sal collect for special prices 
and quanity discounts. 


201-926-0700 


U.S. AMUSMENTS INC. 2W NORTHFIELD RD. LIVINGSTON,N.J. 
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BIG QUANTITY 
New & Used Games For Sale 
All Types—Trades Accepted 
e Ship Anywhere! 
e Call For List e 
ALSO BOARD SERVICE 
AND PARTS FOR SALE 


KKK KE KEKEKEKEEEKKEEKEKEKKEKKKEKEK 


Call or Write: 
Steve Rodolfich 
DIXIE AMUSEMENT COMPANY 
2803 Pass Road 
Biloxi, Mississippi 39531 


(601)374-2681 


* SERVICE * SERVICE x SERVICE x 
CPU Boards, Monitors (Conventional & XY), Power 
Supplies, Audio Boards, etc. Call or write: 
CHALLANGER ELECTRONICS — (813) 546-4426 
8621 49th St. N., Pinellas Park, FL 33565. 


Volume Discounts Available 


CRT Monitors 
for Video Games 
High quality and low price 

@e Color Monitors 
@ Black and White 
@ xX-Y Monitors 
@ Green Monitor 


Also carry computer grade monitors 


HANDWELL CORP. 
257 Castro St. 2-G 
Mt. View, Calif. 94041 


415/962-9265 
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Williams’ 25¢ Credit Only 
Amusement Machines 
BRAND NEW 


SPACE 
INVADERS 


Cocktail Tables 
Like New 
Location Ready 
As Low As 


$495. 


Coin Amusements Co. 


201/488-8488 


PRICES ARE 
DOWN AGAIN! 
SOLID STATE 

PINBALL 


$295.00 


As Is/Complete 


PEERESEEL ERE SEE SE SE SE 


While they last! 


RREKRKEKKKKKKRKKKKKKRE 


Up to six coin for additional amusement 
Immediate Delivery 


Tn llsa- Dennings 
of Ohio Jue. 


271 E. 156th St., Cleveland, OH 44110 
216/486-7412 


*10 Used Sircoma Draw 80 Pokers Call/Write for complete list. 


1/3 Dep./Bal. sight draft 


AWS: WORLD WIDE 
\ ~ distributors, inc. 


2730 W. Fullerton Ave., Chicago, IL 60647 
(312)384-2300 
MICHIGAN BRANCH: 


36339 Groesbeck Hwy, Mt. Clemens, MI 48043 
(313 )791-7870 


GAME ROOMS 


WANTED!! 


National chain will purchase 
your room in malls or strips 
anywhere in the U.S. 

Call toll free 

Les Jacobs 

#1 FUN, INC. 

800/621-5832 

Principals only 
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Space Invaders 


Pd ae 
lt il 
ea lat ath het allt 
} 


fC Lh stay MY I toa ot 


WB, fl 2, A AR, a, a ‘a, (ty, iM ith 
es ee ee el 
a * 


[ 
ill ; 4 
INVADERS (1 I FEDIT G&A 
A TELS EE IEEE 
ASTEROIDS!!! 
GALAXIAN!!! 
PAC-MAN!!! 
AND MANY MORE!!! 
LICENSED 
TOURNAMENT T-SHIRTS 


COST: Only $42/dozen 


SPECIAL: The WIZ KIDS will silk 
screen your arcade’s name on 
the back of our classic official 
videoshirts free of charge on 
your first six dozen order. This 
special offer requires a one-time 
set up fee of $20. and there is a 
six dozen minimum order. 
VIDEOSHIRTS are printed only 
on high quality, 50% combed 
cotton/50% polyester, domestic 
T-shirts. These T-shirts are great 
for promotions and tournament 
wee All designs are licensed 

y the Video Game’s manufac- 
turer. Call today before the 
waiting line begins! 


PEE PEELE EEE ESE EEE EET EE EEE SE SS 


ALL SILKSCREENING 
IS DONE BY HAND 
and 
IS FULLY GUARANTEED 


CALL OR WRITE FOR SAMPLE: 
THE WIZ KIDS, INC. 
P.O. BOX 92 
McKEESPORT, PA 15135 
412/751-3020 


MECHANIC: will re-condition or 
repair pingames on machine basis in 
Cape May County, NJ. Call Robert C. 
Ritterhoff (609)465-7021. 


PLAY METER is not responsible for 
claims or promises made in 
advertisements. However, we would 


like to hear any complaints you might 
have about misleading statements 
made in ads. 
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EXTRA LOW 


PLAY MORE GAMES DISTRIBUTING, INC. 


1121 East Seminary Drive, Fort Worth, Texas 76115 
US WATS (800)433-2908 TX WATS (800)772-2703 OR (817)429-7705 


He STAR CASTLE «00... ieee eect nee $1,995 ye 
CA GUE. thee asad tie acter wna ae eae ie ecae Neue aee 1,895 
NO: MANS LANDY iicsocsnvesiaavecavae nieradewsda@sad-eacsaieawnelpes 1,895 

% CABARET MOON BASE, SPACE INVADER DELUXE (color overlay)........ 995 
MOON BASE, SPACE INVADER DELUXE (cocktail color overlay).......... 995 
NEW YORK NEW YORK ..............0cccc cece cece ceeeeeeneeeeeeeas 1,895 

ME STRAT OVO teaser cree tiediey ree evsha annul octnnnlanaevabe es 1795 Oe 
TARG (cocktail or upright). 25 56iscscssahy sci deeds oeeeees cans eee es 1,695 
RSTERONO voici ord ages slateanvuntscea tena ouawiaseeesese 2,295 

RATING epee anscunea ohash askin ease ai aeca eens 2,295 
BATILE ZONE ss fnsncsosccuakeusoera dea winsetanasoe ead duiaeees 1,795 
SPACE ENCOUNTER a:c7ieivss Cob kita die ace mescebepaasoneens 1,695 % 

ME PHOENIX cc dssonce bake eos Autians tan eentse Ricveubivanaracaniseess 2,395 
TOMAHAWK: 55. ct isnice ts ret ieinataceee Mahwekunwmcunenanes 1,895 

ye SUPER BUG 06sec nett tte entre tre r reste t terres 695 yg 
SMOKEY 1OE oocconcaaenn shia busta drei Socwaoese heneerss tion ts 695 
TANI i eiycditcncied eae tas G ack auace tains tues aes Chater aren 295 

% THE END(upright or cocktail) ............ 0.0 cece cece cece eee eee eeeeee 1,895 % 
SPECTAN co.cc dion ondans wai aaonsnbiadalsencnedcaahebeatiunerwuen ts 2,095 
SEA WOLE Uses cs ie riehatntcu ae bor nnsd Ran wairGeabaneadamanste ues 595 

SE “BY BLAN(4 DU ctiereecceactominerisareens obaraehine oa et wagmtenie’s 495 yf 
CLAY CHAMP RIFLE(2 pl) .........00000 ccc cece ce eeeeeeeeeeeeeeneees 1,295 
SOY YER sacs oe door oven era eaelioles Saat eav aeseen aw adss 495 

Me SPACE ENCOUNTER CABARET ...............0.0eeceeeeeee nent eens 1495 yf 
URE 12 Die dice acacia hadi temerity eis dsaun as 1,695 
STAR FIRE SI GOWN) ss. sc0cis scvusyacs maasgoadvadtstin bares beckons 1,595 

Me “BREAK OUT cocktall) scsics is coenciatiaes bos ma tacneunsenepamennt aes 395} 
SUV PEPER os dood) oo oer ie So ten Loca Renna des ed eas SHES 695 
SEAR AWK oe occ vc punnneeiatia Huta cases Sues cen ea ehanapeneen! 795 

Me = SUNDANCE........... herpes suas de Sis tnd ane aden ean ahaa 695 oe 
TOMAHAWKEZ77) oo soy co hoc bona deceneuortenle une te aiaeadeiaas's 1,795 
TORO TORO) ec 23 eo etcant eo sesidas case tase eesti aentyaaaos 895 

Me —— ROCK-OLA(476) «0. occ cc cece cccccececeeceeeneveeeeeeeeeeeeeeeensn 795 
ROCK-OLA(480 Téchina) 3. sic deste Sod aas coeeeucasenceniagay oss 1,595 

as + 


TELEX: 732-561 TELESERV (Dallas) 


CALL AND COMPARE 


BALLY (pins) CINEMATRONICS MIDWAY 
Captain Fantastic Space Wars Boot Hill (gun) 
Space Invader (pin) Star Hawk Clowns 
Eight Ball Sundance Gunfight 
Mata Hari STERN (Pins) Sea Wolf I 
Night Rider Magic Sea Wolf Il 
Silverball Mania Nugent 
Star Trek Trident EXIDY 
Power Play Meteor Death Race 
Playboy Galaxy Circus 
Six Million $ Man MISCELLANEOUS Bandido 
Super Sonic Depth Charge Crash 
Kiss Bombs Away Targ 
Lost World Trivia 
Paragon Head On ATARI 
Sharpshooter _ Subs 
GOTTLIEB (pins) Space War Night Driver 
Countdown Flying Fortress Star Ship 
Pinball Pool Smokey Joe 
Roller Disco WILLIAMS (Pins) Super Bug 
Royal Flush Flash Basketball 
Surf Champ Phoenix Super Breakout 
Torch Pokerino Sprint I 
Incredible Hulk Stellar Wars Sprint II 
Close Encounters World Cup Football 
Cleopatra Disco Fever Video Pinball 
Charlie’s Angels Gorgar Avalanche 
Sinbad Laser Ball Breakout 
Solar Ride Trizone Sky Raider 
Totem Aztec Space Rider 
Buck Rogers Space Odyssey Time 2000 


THEATRE AMUSEMENT INC. 


5191 No. Douglas Fir Dr., Calabasas, CA 91302 
213/346-5500 Toll Free 800/423-5847 (outside California) 
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re The AMOA has followed the lead of the Amusement Operators 
Expo and has scheduled its 1982 AMOA Show for the Hyatt Regency 
Hotel in Chicago, November 18-20. Earlier this year, the 
Amusement Operators Expo announced the dates of the third an- 
nual show March 26-28, 1982 at the same hotel. The AMOA, which 
had planned to hold its 1982 show at Caesar's Palace in Las 
Vegas, decided to move its show out of Las Vegas when the 

plan met with strong resistance from exhibitors............... 
maunas Charitable contributions of games to the efforts of 

Gary Marince were made recently by the manufacturers Exidy, 
Game Plan, and Universal. Marince has developed a modifying 
device to enable the handicapped to play amusement games. 
Tournaments using Marince's device have become annual occa- 
sions. (Play Meter, September; 1980). wctxae sass ccghiewaeawsea ceca 
eee New western Florida amusement machines handler Monroe 
Distributing held its open house May 2 at its Hialeah Lakes 
facility with 200 operators in attendence. Pac-Man appeared 

to be the big attraction game among the wide line shown at 

TNE TSEC DUC ONS Desk une w iat eee are He ee ae eae ee eee 
seuss Southwest Vending Sales of Dallas held its equipment 

show May 16 and 17 at Dallas Market Hall, with seminars and 
service schools on the two-day program. New games for spring 
and summer delivery were SHOWN. ...... cece cere ccc cece rece eee enee 
Shes In Moses Lake, Wisconsin, police arrested two teen-aged 
boys for passing photocopies of dollar bills through change 
machines. Police said at least 55 photocopied bills had been 
received from coin machine owners and that more were expected 


tO. Da FOUN. TN aM ANVESTIGA1 10M stk saee eh iG aud ene se Cae as 
eile Hungary's first western-style casino opened recently in 
the capital city of Budapest. The casino is reported to be 
off=limits tor citizens of the Iron: Curlain-sState. ...0.cessaues 
saat s The Hewlett-Packard Corp., Palo Alto, California, 


has developed a super-capacity computer chip, UPI reported. 
Having a 450,000-transistor capacity, it would be the most 
powerful and sophisticated computer chip in the world, a 
spokesman for the high-technology firm said. The break- 
through would send the United States even further ahead of 
world competition in making a more powerful microprocessor, 
said the spokesman. And, besides making increasingly 
complex computer functions at high speeds possible, the 
"computer in a chip" was expected to result in lower mar- 
ket prices for electronic products and increase the supply 
OF C106 iiss 4 oe Gee ese ease eee ee teow cade 
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Get a piece of the action... 


i 
if 


Wat nudity; 
tu ve 
f +) 4¢ i] 
, Teisteadttteen 
Hh 
este 


1, 2, 3 or 4 piayer simultaneous play 
(cocktail), new Skill-Sense™ feature, 
bonus battles and point levels. 

Red Baron is a super realistic aer- 
_ jal combat video simulation. Players 
\ are WWI fighter pilots ‘‘flying’’ mis- 
_ sions to destroy enemy biplanes, 


_.. the expanding cashbox action 
from these spectacular new ATARI® 
video hits. 

Asteroids Deluxe™ is the new 
video phenomenon. The next genera- 


tion of Asteroids™. With new chal- 
lenges, new action, new profit fea- ~ Berl 
Wee ——_ 2? blimps and ground targets. Money- 
f = } | making features include exclusive Skill- 


tures like spectacular 3-D realism, ia 
new force field shield, ‘killer’ satellite ks 
“4 _Sense™ feature, four adjustable bo- 
m, nus levels, four adjustable ‘“‘lives”’. 


targets, ‘‘smart’’ saucers, four oper- | ? 
Ms Put yourself in the profit pic- 
ture. Talk to your ATARI distri -. 
butor now. Or contact us for 
referral at Atari, Inc., 1215 = 


ator adjustable bonus levels, and 

availability in three cabinet styles. 
Borregas Ave., Sunnyvale, ATARI | 
CA 94086. 408-745-2500. 


Warlords™ is a medieval themed 
battle action video game. Players 
must shield home castles from hits 
and catch and launch fireballs to de- 
stroy enemy castles. Features include 


More realism. More action. More return. 


© 1981 Atari, Inc. e . 


rr . The Astro Blast ktail | 
Business table is ahuess wabsiteny profits: 
You’ Dusi K . 
AS USUAL wisrowtatire popu aco 


Blaster video game is available in 
handsome cocktail table cabinetry, 
your floor space can do more of 
that for you. 

Astro Blaster Is irresistable space 
age excitement. Twenty-nine elusive 
targets. The.compelling voice of 
Mission Control. And more than 250 
attention-getting colors. It is fun and 
function in one cash collections 
package. 

And it enhances any environment. 
Casual or sophisticated. Intimate or 
lively. AstroBlaster complements 
every decor. 7 

So get the cocktail table video 
game proven around the country in | 
Standard and mini-cabinet styles. 
Call your local distributor today and 
ask for Astro Blaster. The cocktail 
table that means.business. 


meet. 


— 
at Ne aid 
sea 


